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the laws of Chess in the two countries requires a differ- 
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omissions in one or two instances supphed. At the end 
of the volume, the Laws of Chess as practised in this 
country, as far as can be collected from the rules of the 
Chess Club, and the practice of the best players, have 
been added with explanatory notes. 
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PREFACE. 



JLlthouoh within the last fifteen years, manj Trea- 
tises and Translations of foreign Authors on Chess 
have been published in this country, and the admirers 
of this long celebrated game seem to be daily increaa* 
ing, yet it still continues to be a matter of surprise 
and regret, that no good elementary work on the sub- 
ject has yet been written for the use of beginners. 

Th^t such a work would be eminently useful, can- 
not for a moment be doubted, when it is considered 
how much time is saved in acquiring knowledge by 
proper instruction, and that none are so likely to be- 
come first-rate players, as those who learn the game 
on scientific principles. 

Anxious that the Amateur may no longer have to 
complain of the want of a guide in the early com- 
mencement of his studies, and convinced how useful 
such a work would have been to ^me when I first be- 
gan the game, I have written the following pages, in 
which it has been my endeavour to teach the rudi- 
ments of the game in an easy, and at the same time 
scientific manner, by means of which the reader may 
be able to lay a good foundation for future excellence. 
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T would not have it sopposed that none of the 
works written on Chess, profess to teach the beginner, 
but certainly all those which I have seen, whatever 
their pretensions may be, are far from being saffi- 
ciently elementary to place in the hands of the learn- 
er ; even Mr. Sarratt^s late Treatise, entitled *^ A new 
Treatise on the Game of Chess, on a plan of pro- 
gressive improvement ;^' in two vols. : tfere first volume 
of which, was written expressly for the use of inex- 
perienced players, is not in my opinion to be recom- 
mended to beginners as a first book, more particularly 
as the second volume can be comprehended only by 
good players. As for other works, whether under the 
titles of Introduction to Chess; Chess Grammar; 
Chess Exercises; or by whatever other name they 
profess to teach the learner, they are the compositions, 
or rather the compilations of persons alike ignorant 
of the theory and practice of the game, and who can 
scarcely be said to rank as fourth or fifth-rate players. 

The great objection to the works hitherto published, 
as far as regards the mere learner, is that they com- 
mence too soon with all the pieces, and the reader is 
expected to manoeuvre all, before he understands the 
use of one or two ; the powers of the pieces are im- 
perfectly taught, and the numerous combinations and 
difEculties which so early present themselyes to the 
reader, confuse and fatigue him, and he begins to fear 
that very considerable time must elapse before he cau 
become, with great study and patience, even a mode- 
rate player ; hence we often hear of persons relin- 
quishing the game because the difficulties they meet 



•*. 



• • • • 

« « 



11 

vith iaire so great, and of otden who*have been deterred 
from attempting it because thej have been told ^ that 
it is extremely difficult,'' that it requires extraordi* 
narj talent to play well, &c. &c. I am however in* 
dined to think that if the reader will peruse the fol- 
lowing pages with attention, and not be too anxious to 
begin playi^ a whole game, he will be gradually 
learning what every Chess player ought to know, and 
without which it will be impossible for him ever to be 
a first-rate player, and he will afterwards play games 
with more profit and delight than if be had at once 
begun playing with all the pieces, probably losing 
game after game, and as is usually the case without 
any real improvement. 

I have however no wish to conceal from the reader, 
the difficulties of this noble game, or to deny that it 
requires much study and practice to become a first, or 
even a second-rate player, but this is not peculiar to 
Chess; for other games and sciences will occupy 
much of a man's time, if he endeavour to become 
eminent in them ; how few first-rate Whist or Billiard 
players are there ; how few excellent mathematicians 
or astronomers. But if the reader's ambition be 
limited to equality of play with the majority of play- 
ers usually met with in society ; if he mean to rest 
satisfied with being a third or fourth-rate player, this 
I think may be accomplished without excessive study 
or loss of time, and he may be assured that his de- 
light in the game will at least equal that which better 
players experience ; but it is of the utmost import- 
ance to this end, that he begin well, that he acquire 
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no bad babiU, wbicb are always difficult to eradicate, 
and that by means of an able instructor, he proceed 
from that which is simple and easy, to that which is 
intricate and difficult. This is the method pursued in 
teaching other branches of knowledge, and i have yet 
to learn why Chess should be taught difierently. 

After giving an explanation of the movements of 
the pieces, of the terms commonly used in Chess, 
the relative value of the pieces, and the laws, I shall 
proceed to point out the powers peculiar to each 
piece, with remarks on the method of playing them 
properly, illustrated by numerous examples beginning 
with the easiest checkmates and proceeding gradually 
to more difficult combinations. 

It will be my endeavour by remarks on the moves 
to show the principles on which they are founded and 
by the application of those principles to other situa- 
tions, teach the learner to reason scientifically, and 
avail himstlf of the errors so frequently committed 
by young players* The experience I have had in 
teaching the game, has convinced me that the plan 
pursued in the following pages, is more likely to 
form a good player speedily, than any other hitherto 
adopted. 

Should this volume be favourably received by the 
public, it is my intention to write a Treatise instruct^ 
ing the Amateur how to begin a game properly and to 
take advantage of any mistake his adversary may 
commit in the first six or eight moves : a reason will 
be given for every move that is not in itself suffi- 
ciently obviouSi and the errors so frequently made, 
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even by tolerable plajers, will be carefully pointed 
•at and commented upon* ! 

I must not omit to mention that I am under consi- 
derable obligations to a small work printed at Cam- 
pen in. 1792, entitled '^La superiority aux EcI\eCG^ 
mise a la port^e de tout le monde, et particulierement 
des dames qui aiment cet amuse men t.^^ The author's 
name is not mentioned.* It is a work of consider- 
able merit, and the only strictly elementary one I am 
acquainted with* I have also taken from other 
works what I thought might be useful to the be- 
ginner, so that this volume cannot perhaps boast of 
much original matter ; and yet if I mistake not, the 
good player may find in it something, if not alto- 
gether new to him, at least placed in a diiTerent light 
from that in which he has been accustomed to view 
it. The only merit 1 can pretend to, is that of hav- 
ing collected together, and arranged in a somewhat 
f^stematic form, the observations and examples that 
till now were only to be met with in many volumes .; 
if in doing this, I have been the means of facilitating 
the study qf the game, and of increasing the number 
of scientific players, I shall not regret the time I have 
devoted to it* 

No. 4, Nassau. Street, Soffo, 
May, 1822. 



* J. P. W. Koch in his Codex der Scbachspielkunst supposes it to 
have been written by Zuilen Van Nieveld. 
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Mbreviatums used thr&ughata the Work. 

K. • for • King or Kmg's. 

Q* • • • Queen or Queen's. 

R* • • • Rook or Rook's. • 

B. • • • Bishop or Bishop's* 

Kt. • • • Knight or Knight's^ 

P* • . • Pawn or Pawn's. 

sq. • • « square. 

adv. • • adversary's. 

chg. . • checking. 

E(»planations of the Figures used in the Diagrams. 



WHITE. 







BLACK. 

IIP King. 
^ Queen. 
||[ Rook. 

1^1^ Bishop. 




Knight. 
M Pawn. 
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ELEMENTS 

or 

THE GAME OF CHESS, 

&C. &C. &C. 



CHAPTER I. 

Ths Chess Board, like that used at Draughts, is 
divided into sixty-four squares marked alternately 
black and white; when it is properly placed, each 
player has a white corner square on his right hand ; 
the ranges of squares running from right to left are 
called ranks^ and those running from one player to 
the other are called files; the lines sloping from one 
side of the board to the other are called diagonals. 

Each player has eight pieces, viz. a King, a Queen, 
two Rooks, two Bishops, and two Knights, and also 
ei^t Pawns : for the sake of distinction one set is usu- 
ally coloured white and the other black or red. 

The method of placing the pieces and pawns previ- 
ous to the commencement of a game is as follows : on 
each comer square is placed a Rook, on the next 
square of the rank a Knight, then a Bishop ; there 
will then be left two squares for the King and Queen : 
the Queen must be placed on her own colour, viz. the 
white Queen, on a white square, the black Queen on a 
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Iflkck sqnare, the remaining aquare ii occupiwl by the 
King; the pieces of eacl)i player are consequeDtl^ 
placed opposite to those of the aatne denomiDatioB 
belonging to his adversary. The Pawns occapy the 
'irhole of the second ranks, each piece liaving oimm- 
Pawn immediately before it. The followiog dia 
sbowsthesituationofthepieces when properly pli 



WHITE. 

I shall jiow proceed to explain to you the moves 
peculiar to each piece. 

1 . The Pann moves along the file on which it is 
placed : the firat move may be either one or huo 
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squares, at the option of the player ; but every guc- 
ceeding move is confined to one square. It is the only 
piece that is not allowed to move backward. It takes 
diagonally to the right or left, one square forward, 
and continues on the new file until it capture another 
piece. A Pawn has also the power of taking enpas' 
sant^ for an explanation of which see Law 15. 

2. The Knighi moves in a very peculiar manner, 
rather difficult to describe : it consists of one square 
diagonal,, and one square straight : for example, place 
a Knight on a comer square, move it to the adjoining 
cKagonal square and then in a straight line forward or 
sideways to the adjoining square of a different colour ; 
it has therefore the combined move of the Rook and 
Bishop, but only one square of each at a time. It is 
the only piece that is allowed to move oter another. 

3. The Bishop moves diagonally, forward or back- 
ward, over any number of squares. 

4. The Rook (also called the C€utU) moves in 
straight lines forward, backward or sideways, over any 
number of squares. 

d. The Qiieen can move eithei* like a Rook, or like 
a Bishop. 

6. The King moves only one square at a time (ex- 
cept when he caatlea^ which will be presently explain- 
ed) either forward, backward, sideways, or diagonally. 

All the pieces except the Pawn take in the direction 
in which they move : the method of taking is to place 
the piece that takes on the square of the piec^ taken. 
A player may take or not, as m^y best suit his purpose. 
When a Pawn has reached the last square on the ad- 



18 

verse side of the board, it assumes the power of any 
piece (except the King) the player chooses. 

The game is finished when one of the Kings is 
checkmated; that is, when the player^s King is attack- 
ed in such a manner that he cannot move him without 
going into the range of another of the adversary's 
pieces, nor take the piece which attacks him, nor inter- 
pose one of his own pieces between the King and the 
piece that attacks him, or in other words, when he 
cannot move any thing to prevent the adversary, were 
he to move again, from capturing the King. The 
player whose King is thus checkmated loses the game. 

The game may also be drawn. See explanation of 
drawn games in the third chapter. 

The relative value of the pieces is as follows : 

A Pawn is of the lowest value. 

A Knight is equal to rather more than three Pawns* 

A Bishop is of the same value as a Knight. 

A Rook is equal to a Knight, and two Pawns. 

A Queen is equal to two Rooks and a Pawn ; this 
scale applies only to general positions, or at the begin- 
ning of the game : towards the end of the game the 
Queen is sometimes worth only two Rooks, or a Rook 
and Bishop. Two Pawns are sometimes equal to ^ 
Knight, &c. &c. &c. 
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CHAPTER 11. 

In the following pages the moves made by each 
player are described in the manner adopted in most 
Chess bookS) and which 1 shall now explain to the 
reader. 

In the first place the Chess board is supposed to be 
divided into two equal parts, one of which belongs to 
the black and the other to the white pieces, so that 
each player has four horizontal lines, two of which are 
occupied by the Pieces and Pawns when properly 
placed, previous to the commencement of a game. 
The square on which Uie King stands, is called the 
King's square, the Bishop whi<;h stands close to him 
is called the King's Bishop, and the square it occupies 
the King's Bishop% square ; the next piece is called 
the King's Knight, and the corner one the King's 
Rook, and the squares they occupy, the King's 
Knight's square and King's Rook's square. On the 
other side of, and close to the King, is the Queen, oa 
the Queen's square; then follow the Queen's Bishop, 
Queen's Knight, and Queen's Rook, on their respec- 
tive squares ; the pieces are consequently divided into 
those on the King's side, and those on the Queen's 
side. 

On the second line are placed the Pawns which 
take their name from the piece which stands behind 
them-: for example, the Pawn which is placed before 
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King's Rook at adversary's King^ Rook's third 
square. 

Qaeen's Rook at its second square. 

King's Pawn at its fourth square, or at King's fourth 
square. 

Queen's Pawn at its square, or at Queen's second 
square. 

Queen's Spok's Pawn at adversary's Queeo's 
Rook's third square. 

Queen's Bishop's Pawn at adversary's Queen's 
Bishop's second square. 

King's Knight's Pawn at King's Kni^t's fourih 
square, or at its fourth square. 

Throughout the work the reader is supposed to 
play the white pieces, and is addressed in the second 
person ; the black pieces are supposed to be played 
by an imaginary antagonist, who is consequently spo- 
ken of in the third persop. 

In all situations where the only object is to point 
out any peculiar property or power of the pieces, or 
to elucidate any remark, the reader is requested not 
to consider the move as good or bad, except, as it an- 
swer the end proposed. 
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CHAPTEi^ iifl. . ■ 

Exfianation tf the TVmu wtd ot Cheas. ■'■ 

Cashing. This is a pecaKar moTement of the ^ 
'•^King and either of the Rooks, and is usually made in 
order 'to place the. King in greater ji^urity. The 
method^of castKng in this covntry is as fellows : first, 
with the King's Rook, the Rook must be placed on the 
King's Bishop's square, and the King on the King's 
Knight's square ; secondly, with the Queen's Rpok, 
the Rook must be placed on the Queen's square, and 
the King on the Queen's Bishop'ff square. For the 
restrictions in castling see Law 16. 

Cheek. An attack made on the King by a Piawn or 
piece. A nimplt cheek is wh^n the King is attacked 
only by the piece that moTes. A discovered cheek or 
a check &y discovery is, when the ^ing is attacked not ' 
by the piece that moves, but by the one that is ^isco- 
ver^d on the removal of the piece ; for example : 
place the wUte King at his Bishop's third square, a 
black Rook at King's Bishop's square, and a black 
Bishop at King's Bishop's second square, if you play 
the Bishop to King's Knight's square, you check the 
white King by discovery with the Rook. A double 
cheeky is when the Kingb attacked as well by the piece 
♦.that moves as by the one that is discovered : for ex- 
ample, place the pieces as before, and instead of play- 
ing the Bishop to King's Knight's square play it to 
King's Rook's fourth square* 
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Qhechmte. ^|||^ the King is so attacked tbat be 

, cani)ot be m^ved ou^ of cbeck, take the pie^H^hat 

* ' checks him, or interpose any piece, be is said to be 

(fkeckmatedf and the game is won bj the player givtng 

the checkmate, .h^ , 

Doubled Pawn* This is said of a Pawn that 4fi|pl ' 
the same file with another : for example, place a fVwn^ 
at King's Rook's second s(}uare,iitnd another at4£itig's 
Rook's third square, the latter is called a ^doubled 
Pawn. 

Drawn Game. When n'either party can checkmate 
the other, the game is drawn. There are seiprai 
kinds of drawn games ; Jirst, when the force that re- 
mains on the board is not sufficient to checkmate, as 
suppose you have only your King and a Bishop, or a 
Knight, or two Knights, &c* &c. : secondly ^ wfeen you 
have force sufficient, but ar^ not acquainted with the 
method of checkmating in the fifty moves, required by 
. the 22d Law ; thirdly .^ by a perpetual check on the 
adverse King ; fourthly^ when both players act on the 
defensive ; neither finding it expedient to attack the 
adversary : fifth^/^ when each player has the same 
force as a queen, of Rook, &c. ; and sixthly^ when 
one of the Kings is stalemated. "* 

En prise. When a piece is attained by another it 
is said to be en prise of the piece tbat attacks it. To 
put a piece enprisej is to play it so that it may be taken 
by the adversary. It is a French expression. « 

To gain the Exchange. When a player wins a 

* In America a stalemate ia considered a won g;ame by tl^e player 
in the stale. See the revised laws. 
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Rook for% Bishop or a Knight, be is said to gain' the 

wclmDge. 

iMfnbit. This is a pf culiai^eginniiig of a gamo ii% 
^v'hich a Pawn is sacrifice^-^ii the second move by the' 
first player. There are two kinds of Gambits, the 
J&ag's Gambit and the Qu^n's Gambit ; the former 
coasts in each player moving his King's Pawn two 
'. squares for the first move, and then the first player 
moves his King's ^Pi^op'^s Pawn two squares, which 
the second player may take for nothing. The Queen's 
Gambit is begun in a similar manner <«n the Queen's 
side, each playerhioves his Queen's Pawn two squares 
a#l then the first player, his Queen's Bishop's Pawn, 
tfro squares. The King's Gambit is an attibking 
game; but when properly played, the first player 
ou^t to lose. The Queen's Gambit is not so enter- 
taining as the King's, but it is a safer game for the first 
player. \ ^ 

Minor piece. The Bishops and Knights are called 
minor pieces. 

Passed Pawn. A PSwn that is not prevented by 
any of the adversary's Pawns from reaching the line of 
the adverse pieces is called a passed Pawn : it follows 
of course that the adversary must hot have a Pawn on 
the same file, or oaeither of the adjoining files. 

To Queen a Pawn^ or to advance a Pawn to Queen, 
This i^ said of a Pawn that reaches the rank of the 
opponent's pieces, and which may then assume the 
♦ power of the Queeo, &c. See the Slst Law. 

Stalemate. When ^ player has his King unattacked 
and in such a situation that he cannot move him with- 

3* 
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out^attiBg him into check and at the same titfte has 
no other piece or.|j|;wn that can be moved, his J^^ 
^is said to be stalemalpd, or io a stalemate, aiid^e 
game is drawn. See the^iild Law.* 

To take en passant. See an explanation of this 
term in the 15th Law. ' _ 



CHAPTER IV. 

LAWS OF CHBSS. ^ 

^' No. L 

The Chess board must be so placed that each play^ 
has a white comer square on his right hand, conse- 
quently the plajer of the white pieces will have his 
King's Rook on a white square, and the player of the 
black pieces will have bift. Queen's Rook also* on a 
white square. If the Cbes| board be improperly 
placed, and either player discovers the mistake before 
four moves on each side'have been played, he has the 
power of insisting on the Chess board being properly 
placed, and on recommencing the game. But if /o«^r 
moves have been played, the Chess board must remain 
in that position during the whole of the game. 

No. 11. 

If a Piece or Pawn be not on its own square, and^ 
either of the players perceive the mistake previously 

* See also revised LawB. 
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to his having played his fourth move, he may insist * 
on it» being rectified; bat if itbetTnot observed until 
eadi party^s played four moups, the mistake is not -i 
allowed to be altered, and the game must proceed ad 
if the piecesiiad been properly placed. 

No. III. 

IC a ptayet should foi^et to place all his Pieces or. 
Pawns on the board, he may add those which he has 
forgotten, proyided iTerdiscover the omission before the 
fourth move be^played f otherwise it wUl be too late ; 
^nd he wi4i be obliged to. continue the ^me without 
those Pieces or Ptuvos.^ 

«^ * ^ No. IV. 

If a player engage to give his adversa^gr the odds of 
a Piece, Pawn, &c.', and shall nevertheless forget to 
remove that Piece or Pawn from the board before four 
move^'have h0en played on both sid§s, he shall be 
compelled t^ finish the game with all his pieces, and 
though ^he should checkmate his adversary, the game 
shall be considered as drawn^ as a penalty for begin- 
ning the game with qJI his men after having agreed to 
give odds. But if he discover the mistake before his 
fourth move be played, he shall be at liberty to re- 
move the piece and begin the ^anrii^ again. 

No. V. 

Where no o3ds are given, the players must draw 
lots for the first move ; aftet the first game the move 
belongs alternately to each player. If the game be 
drawn, the player who began that game, has the first 
move of the next. 
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No. VI. 

■ 

A pilfer who |^|e8 the oddt of a j^ece has mvaria- 
Uy the right of moViag first. > 

N. B. Whenerer a Pawn is giYen, it is always the 
Kiog's Bishop's Pawn. 

No. VH. 

A player must play the Piece or Pawn that he«bas^' 
touched, unless at the moineiit of touching it be 
should say " J'adouhe."* If a^flieGe be not properly 
placed, or if it should fall, Ibe playair in replacing it 
should say/ ^^ J'adoube,'' else his adversary noay 
oblige him to move it. 

No. VIIL <# 

While a fifiyer holds the piece wl^h he has mowd, 
or intends to move, he has a right to play it where he 
likes, but after letting it go, he cannot recall his move. 

No. IX. 

If a player should touch any of hia advessary's 
pieces or Pawn's without saying ^^J'adoube).'^ when 
he touches it, he may be obliged to take that piece if 
it can be taken ; should he be unable to take it, he 
must move his King: but if the King cannot move no 
penalty can be inflicted. 

No. X. 

If a player should inadvertently move one of his 
adversary's pieces, his antagonist may compel him to 
take it, if it can be taken ; to replace it where it stood ; 
or to let it remain on the square to which he moved it 
through mist&ke. 

" ■ ■ ' ' ■■ I !■■ II I ■ I II III— I— .— — — — P— i» 

* Thb is a French expresrioD) and means / arrange^ or / replace. 
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No* XL y» ^ 

If a player should take any of his adversary's pieces 
with one of his own that cannot take it withoui afaht 
move, his antagonist has the option of compelling him 
to take^ it with a piece that can capture it withoui a 
false mave^ or to movS tile piece which he touched* 

•No. Xli. 

Should a player%iadYertently. caipture one of his 
own pieces wilfa. another, his adversary may compel 
bim to move either of the iWo» 

^. xni. 

lie who ' plays a false move, that is, moves a Piece 
or Pawn to a sqjpa^e that is not within Us pomer^ esL.' 
pos«» himself to the infliction 6f various penalties* 
His adversary has the right to oblige him to let the 
piece remain on the square to which he played it, or 
he maycompel him to move it to a square within its 
power^^or hemay oblige him to replace the piece 
where it previously stood, and mdve his King instead 
of the Piece. 

No. XIV. 

If a player should move iwice^ his adversary has the 
right of compelling him to^reglac^ the second piece ; 
but if he prefer it, he may insist upon contini||pg the 
game as if only gfH§, move had been played. 

No. XV. 

Whett a Pawn is moved two squares, it may be 
taken " en passant'^ by one of the adversary's Pawns; 
for example : suppose Black Queen's Knight's Pawn 
be unmoved, and White Queen's Bishop's Pawn to be 
at the Black Queen's Bishop's fourth square. If the 



so 

black should maik his Qucem's Knight's Pawn two 
squares, the white is allowed die priTflege of capjft^i^ 
it with his Queen's Bishop's Pawn, which is dime *bj 
remoTing the black Pawn, and pfaicing the white Pavn 
on the black Queen's Knight^s third square, ad that is 
.the squar^ which the white Pawn attacked, and ojer 
which the biack Pawn has pasM. 

No. X\U^ 

The King is not allowed to castle jl#^r particuhir 
cases : first, if he have moved ; secondly^ if he.be m 
check : thirdly, if any of the squares over which he 
must move when he castles shtHild be within die Mge 
of some of the adversary's pieces ; apd fourthly, if the 
. Rodk, with which he intended to castle, should have 
previously moved. A player who eaatlefr in either of 
diese cases is obliged to recall his move, iSoA bis adver^* 
sarj has the option of forcing him to move oith^ his 
King or his Rook. ^ - 

No. XVII. 

If a player should touch a piece which be cannot 
move without leaving his King in check, his adversary 
may oblige him to move his King ; but if the King 
cannot be moved, qyo penalty can be inflicted. 
No. XVlil. 

Whenever a player attacks his aidversary's King, he 
must give notice of it by saying ^' Check ^'^^ if he n^- 
lect to say ^^ Cheekj^^ his adversary is not obliged either 
to move his King or interpose a piece, &c« he may 
move any piece without atteniic^ to the check. And 
the player who checked wi^iU giving notice of it 
can derive no advantage from the circumstance : for if. 
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he should on tbe next move attocif one of his ndrar- 
■ai7?s pieces, and My " Check," expectii^ to capture 
that piece, the pityer, whose King is in check, tnty 
rscsll his last move, and instead of it, mova hii Kiog 
put of check, or interpose a piece, &.c. 
■ No. XIX. 
If the Kii^ has been' in check for two or more 
moves, attd it cannot, be ascertained how itfirtt oc- 
curred, the planter whos^K<)iig is in check, is at liberty, 
as BooDias he perceives it, to recall bis last movCa and 
instead of it, to of check, or inter- 

p«<k a piece, &c 

If a plajer sh teithout attacking 

the iimg, and li d, in consequence, 

B»re his King, er touch a piece to interpose, Jic. he 
. it at iihrty to rtcaU ^is laat move, provided he per- 
ceives.that his Kii^ is. not in check, previous to bis 
adversary's moving. 

No. XXI. 

When a Pawn has reached its eighth square, or atij/ 
9fuar< on the rank of the ofptm^t^s piece$, it imme« 
diately assumes the power of a Queen, Rook, or any 
other piece the player chooses. 
. No. XXII. 

As the game is- drawing to a conclusion, if one of , 
the players remain with a Ho^l and Bishop against a 
Rook, with both Bishops, or with a Knight and Bishop 
against a King, be must checkmate bis adversary in 
fi/itf movee on each side at most ; for if at the expira- 
tion of &(ty moves, checkmate be not effected, the 



gtine mast be c^Qsidered as drawn. It is of coarse 
understood, that if the player remain with a pi^ or 
pieces that can checkmate, with more ease than the 
above, the same law holds good : for example, if he 
remain with a Queen or a Rook, against a King, &c. 
&c. But if a player agree to checkmate with a par- 
tictdar piece^ ox Paien^ or oh a particular square ; or 
engage to force his adversary, to stalemate^ or to check" 
mate him^ he is not restiriqjled to any number of 
moves. 

No. XX»|. 

When the King is stalemated^ neither party bar<|b- 
tained the victory ; it is a drawn game* 

tNo. XXIV. 

If your adversary should make a fiilse move, casde 
improperly, &:c. &c. you must take notice of such irre- 
gularity before you move, or ^ven touch a piece, or 
you are no longer allowed to inflict any penaljj. 

No. XXV. 

Should any new situation occur, respecting wbicb 
there is no law, in order to prevent disputes, the play- 
ers should refer the ppint in question to the most skil- 
ful and disinterested hy-standers^ and . their decision 
must be considered as conclusive* • 
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CHAPTER Y. 



On the Power of the Pieces and Pawns. 



I SHALL first begiti by ^bowing you tbe power pecu- 
liar to the pieces when alone on the board— -and first 
with 

THE KING. 

In the middle of the board he attacks and defends 
eight squares, on the sid^ five,^ and in the corners 
only three squares. 

He has tbe choice of three squares to attack a 
square that is on the same perpendicular or horizon* 
tal line ; for example : place the King on his fourth 
square, he has evidently the choice of three squares 
to attack the adversary's King's third square, or bis 
own Knight's fourth square ; on a diagonal line he has 
only one square ; for suppose hrm placed on his fourth 
square, it is evident that he must move to his King's 
Bishop's third square, in order to attack the King's 
Knight's second square. At the side of the board he 
has frequently only the choice of two squares. 

A square which be already attacks or defends, may 

be attacked or defended in four, or at least in two 

other places. He has the power of castling under 

certain restrictions, (for which see the laws.) 

He cannot be attacked by the adverse King. 

■ 4 
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THE ^UCfeN. 

In fhe middle of the board she attacks, and conse- 
quently defends 27 squares (for every square that is 
attacked by a piece is also defended by it ;) if placed 
nearer the side, for example, on her own third square 
she commands 25 squares ; and on the side of the 
board 31 squares. She has usoally the choice of 
several squares to attack or defend a piece. 

She is equal in value*to two Rooks and a Pawn at 
the beginning and in the middle of the game, bnt to- 
wards the end her value rather diminishes, or more 
properly, the power of the other pieces increases, and 
she is then not worth more than two Rooks. 

All the pieces that attack her are obliged to put 
themselves enprise^ except the Knight. 

She has the power of check-mating the adversary 
with the assistance of the King only. 

She check-mates, or draws the game by a per- 
petual check, or by a stale-mate with greater facility 
than any other piece. 

The adverse King can never approach her nearer 
than the move of a Knight. 

THE ROOK. 

The Rook is the next piece in value to the Queen ; 
it attacks 14 squares wherever it may be placed ; it 
is the only piece whose power does not diminish as it 
approaches the siite of the board. 

It has usually the choice of two squares to attack 
or defend any particularsquare. 
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It is equal in value to a Bishop and two Pawns, or 
a Knight and two Pawns* 

Its power increases towards the end of the game* 

It has the power of check-mating the adversary 
with the assistance of its own King. 

It usually draws the game easier than the Bishop 
or the Knight. 

THE BISHOP. 

In the middle of the board, the Bishop attacks and 
defends 13 squares, towards the. side 11 or 9 squares, 
on the side of the board only 7 squares. 

Except on the sides of the board, it has the choice 
of two squares to attack any given square. 

It is worth rather more than three Pawns, and is 
generally considered of the same value as the Knight. 

TriE KNIGHT. 

In the middle of the board the Knight attacks and 
defends eight squares, near the sides of the board 
' six, on the sides four, and in the comers only two 
squares. 

It is the only piece that is permitted to play over 
others. 

Is, 

It has generally the choice of two squares to attack 
or defend a given square.. 

It is worth rather more than three pawns. 

It attacks all the pieces except the Knight, without 
putting itself en prise. 

Its attacks are of that nature that they cannot be 
counteracted by interposing any piece. 
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It has been already observed that a Bishop and 
Knight are usaally considered of equal value; the 
following extract from Carrera's scarce and va- 
luable Treatise will show you the advantages each 
possesses. 



Tke advantages the Bishop possesses over the Knight 

are as follows. 

1. The Bishop acts at a distance which die Knight 
does not. 

2. Two Bishops can check- mate. Two Knights 
cannot. 

3. Two Bishops, by occupying two lines, prevent 
the advance of the adverse King, which two Kni^ts 
do not. 

4*. Two Bishops often draw the game against a 
Queen : two Knights scarcely ever. 

5* A Bishop and Pawn may support each other ; 
this is not the case with a Knight and Pawn. 

6. The Bishop, in covering a diagonal check, 
attacks the piece which checks ; the Knight has no . 
such power. 

7. A Bishep and Rock oftener win against a Rook, 
than a Knight and Rook. 

8. The King cannot confine the Bishop and take'it ; 
a Knight he frequently can. 

9. The Bishop can often confine the Knight, Soif 
example : suppose a Knight on your K. R. square,, by 
playing your Bishop to your K. square, or to your 
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K, R. 4 square, yon prevent the &ught from moving 
without beii^ taken ; on the other band the Knight 
cannot confine the Bishop. 

.10. An attack hy discovery can be made from the 
Biafaop : for example ; suppose the black Kii^ at 
Q. B. 3 square, and that your E. Bishop is at its third 
square, and your K. Pawn at its fourth square, by ad- 
vaocing your Pawn, yoa attack hia Kii^ with your 
Bishop, which was not the case before you moved the 
Pawn. This can never happen with the Kni^t. 

11. A le game against a Rook 

and Paw 

13. A netimes win apinst a 

Knight, I 



7%< advantaget the Knight possesset over tht BUhop 

are the following : 

1. A Knight and Rook's Pawn can generally win 
against a King ; not so the King's Bishop and K. 
Rook's Pawn, or Queen's Bishop and Queen's Rook's 
Pawn. 

3. The check of the Knight does not admit of any 
interposition. 

3. When a Queen checks the adverse King at 3 
squares distant on a perpendicular or horizontal line, 
if the Knight interpose on the intervening square, the 
Queen cannot check the next move : for example ; 
suppose that your King is at his tiiird square, and 
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your Knight at Q. B. third square^ and that jrour ad-* 
▼ersarj checks you with his Queen, at his KingV 
, fourth square, by interposing your Knight at your 
King's fourth square, you prevent his checking you 
the next move. 

4. The Knight can attack any squafte, the Bishop 
ii restricted to tijiose of its own colour, it has there- 
fore the command of only half the board. 

5. The Knight is the only piece that has the 
power of moving over any piece or Pawn. 

6. The Knight can attack eig^ pieces, the Bishop 
never more than four. 

7* The Knights mutually support each other. 

8. In intricate games the Knight can enter and 
break the adversary's position with more effect than 
the Bishop. 

9. No other piece has the Knight's move* 

10. The Knight is the only piece that can ^ye a 
smothered mate. 

11. A Knight in the adversary's game supported 
by two Pawns, and unassailable by any of the adver- 
sary's*, is often worth a Rook from the annoyance it 
gives the adyersary, as it cannot be taken without 
uniting the two Pawns, and making one of them a 
passed Pawn. 

THE PAWN. 

The Pawn attacks and defends two squares on 
every part of the board, except on the side, where its 
attack is confined to one square. 
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It moves stfaigfat forward, but it attacks, defends, 
and takes diagonally like the Bishop. . 

It has the power of moving one or two squares for 
its first move. 

i It has the power of taking en passant^ that is, when 

\ an adverse pawn is played two squares, if it passes a 
square which is defended by one of your Pawns, you 
have the option of taking it or not with your Pawn, in 
the lame manner, as if it had moved one square only ; 
for example : suppose you have a Pawn lit your adver- 
sary's Queen's Biahop's fourth square, and your adver- 
sary's Queen's Pawn is at its square, if he move the 
[ Pawn two squares, it passes over his Queen's third 
^ "square, which is attacked by your Pawn and you 
have the privilege of taking it and placing your own 
on his Queen's third square, as if he had moved it 
i only one square. 

It is the only piece that cannot retrograde. 
When it has reached the eighth square, or last line, 
it>as8ume8 the power of any>piece the player chooses. 
It is of less value than any of the other pieces. 
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CHAPTER VI. 

Method of Checkmating with the Queen. 

I SHALL now proceed to instruct you in the Me- 
thod of winning the game with your King and Queen 
against your adversary's King. This is one of the 
easiest checkmates, the study of which will, however, 
materially improve you, and enable you to play your 
King and Queen with advantage in many situations. 
In order to efiect this checkmate, it is absolutely ne- 
cessary that the adverse King be forced to one of the 
sides of the board, and that your King be brought 
within one square of his — for example : 



FIRST SITUATION. 

WHITS VIBCJB8. BLACK nXCKS. 

King at adyenary'« King's third square King at his square 
Queen at adyersary*s Q. R. second square 

White having the move can checkmate by playing 
the Queen to adverse King's, second square, to ad* 
verse Q. R, square, or to adverse Q. Kt. square : but 
suppose the Black to begin, still the White will check- 
mate immediately, for ttie Black must play either to 
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Queen's square or to K. B. square ; if the former, 
White will checkmate by playing Queen to adv. Q. 
second square, or to adv. Q. Kt. square ; and if the 
' latter, by playing her to adv. K. B. second square. 
^' It appears from this that it is not necessary that the 
two Kings should be exactly opposite each other. 
But suppose the black King, instead of being at his 
own square, were at his Knight'^ square, you can now 
checkmate in two moves, if yoii play property ; you ' 
must not check with your Queen at adv. Q. R. square, 
because he would be able to quit the last Irne, or side 
of the board, where I have already told you he must 
be forced to move before you can checkmate him. It 
would also be bad play to check witti your Queen at 
adv. K. B. second square, because he would move to 
his Rook's square,, aiid you would be obliged to re* 
move the Queen ; for if you played the Kii^, the 
game would be drawn, owing to his King being stales- 
mated. 

fFfiat ought I then toploj/ ? . 

You should move your King to adv. K» B. third 
square, and he cannot possibly avoid being checks 
mated the next move by your playing yow Queen to 
adv. K. B. second square, or to adv. K. Kt. second 
square. 

Let us now examine another position which will 
shew you the power the Queen has of forcing the 
King to move to the opposite side of the board. 
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SECOND SITUATION. 

WHITS. BLACK. 

King at adr. Q. Kt. third square King; at his Bishop^s square. 

Queen at adv. Q. R. seoond square 

Id this situation, his King being already on the last 
line, it would be yerj bad play to check him with your 
Queen, because be would play the King towards the 
middle of the board, and you would have the trouble 
of compelling him to the side. You may checkmate 
him in two ways. 

In the Jirsi place, 

WHITS. BLACK. 

1. K. to ady. Q. B. third square 1. K. to K. Kt. square 

2. K. to adv. Q. third square 2, K. tio K. R. square 

3. K. to adv. K. third sqilare 3. K. to K. Kt. square 

4. K. to adv. K. B. third square 4. K. to K. B. or K. R. square 

5. Q. cfaeckmatee at adv. K. B. second square or K. Kt. second square* 

This method is very simple, but the other is more 
masterly and shorter ; replace the pieces and play 

In the second place. 

WHITS. BLACK. 

1. Q. to adv. K. R. second square 1. K. to his square 

2. Q. to adv. K. Kt. second square 2. K. to Q. square 

3. Q. to adv. K. B. second square 3. K. to Q. B. square 

4. Q. checkmates at adv. K. square, or at adv. Q. B. second square 

In this manner you checkmate without moving your 
King, as the power of your Queen enables you to 
force his King to move towards your's. 
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THIRD SITUATION. 

WHITB. BLACK. 

IT. a| adr. K. third iqaare K. at K. B. tqvare 

Q. at Q. R. square 

The checkmate though very simple, would be over- 
looked by mSiDy young players : some would check at 
adv. K. B. third square ; others would play Q. to adv» 
Q. R. second square, and then move the K. to adv. 
K. B. third square ; the proper move is to play the Q* 
to adv. K. R. square} giving checkmate. 



FOURTH SITUATION. 

WHITE. BLACK. 

K. at adv. K. t&ird square K. at K. B. square 

Q. at Q. Kt. third square " 

It is evident, that if his King were at his own 
square, in opposition to your^s, you would immedi- 
ately checkmate, by playing your Queen to his Q. Kt. 
square ; by playing in the following manner, you force 
bis King opposite your's, and you checkmate the fol- 
lowing move : e. g. ^ 

WHITE. BLACK. 

1. Q. to K. Kt. third square 1. Is compeUed to play K. to his 

S. Q. to adv. K. Kt. square, and own square 

checkmates. 

Observe attentively the first move, which is ex- 
tremely useful in checkmating with a Queen, or Rook, - 
it is the only move that enables you to win in two 
moves. 
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I shall now show you how to force the advene 
King to the side of the board, which is indispensable 
before you can checkmate with the Qoeen. 



FIFTH SITUATION. 

WKITJB. BLA^ 

King at his square Kiog at adv. K. third sqaare 

Qaeen at her sqaare 

WHITB TO MOVK. 

1. i^ to adv. Q. fourth siiuare 1. K. to adV. K. B. fourth square 

2. K. to K. B. second square 2. K. to adv. K. Kt. fourth sqaare 
-^ Q. to adv. K. fourth square 3. K. to adv. K. K. fourth square 

for if he play to adv. K. R. third square, you wiU checkmate 
at your K. Kt. third square, or at adv. K. R. fourth square. 

4. K. to K. B. third square 4. K. to adv. K. R. third sqaare 

5. ^ to K. Kt. third square, or to adv. K. R. square, or to adv. K. 

R. fourth square and checkmates. 

In the above positipn as his King is nearer to your 
King's Rook's side of the board than to any other, you 
should endeavour to force him to move towards it, 
this you effect by playing your Queen to his Q. fourth 
square ; had you checked, at your K. second square, 
or at Q. Kt. third square, you would have played ill, 
because he would have moved the K. into one of the 
centre squares, and he would be as far removed from 
the side of the board as he was at the beginning. 
Your second move (K. to K. B. second square,) pre- 
vents his returning to your K. third square, and 
forces him nearer the side of the board, by compel* 
ling him to move to your Knight's file : your third 
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move 18 much better than if you had checked him, 
because it obliges him to move to your R, fourth 
square f had jou on the fourth move, pursuing the 
same system, inadvertently moved your Q. to adv* 
K/6. fourth square, jwu would have stalemated your 
adversary ; sys the Qu^n attacks more squares than 
any other piece, you must be very careful when you 
.have to checlnnate with the Queen, that you do not 
stalemate your adversary, by playing her improperly. 



SIXTH SITUATION. 



wdiTx:. 



K. at his square 
Q. at her square* 



BLACK. 

K. at his third squSUre 



WHITB TO MOVE. 

i . Q. to adr. Q. square 1. K. to K. B. second squate 

^ Q. to adir. Q. third square 2. K. to his square 

3. Q. toady. Q. B. second square 3. K. to K. B. square 

4. K. to K. B. second square 4. ^ to his square 

5. K. to K. B. third square 5. K. to K. B. square 
^ K. to K. B. fourth square 6. K. to K. Kt. sqvaitt 
7. K. to adv. K. B. fourth square 7. K. to K. B. square 

IB. K. to ady. K. B. third square 8. K. to his square or to K. Kt. s^. 
9. Q. checkmates at ady. K. second square, or K. Kt. second square. 

Observe, that you have not given him one check 
before you checkmated him : this will show you that 
it is by no means necessary to check frequently with 
tb^ Queen ; it is often bad play, as the Queen from 
her peculiar power, is able^ without the assistance of the 

5 
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King, to force the adverse King to one of the angles 
of the board. Black on the first move might have 
advanced towards the centre of the board, instead of 
playing to his B. second square ; the variation which 
I shall presently give, will show yon how you ought to 
play in that case. You might on the fourth move 
have confined hfs King to his King's Bishop's, King's 
Knight's, and King's Rook's squares, bf playing your 
Queen to adv. Q. second square, instead of advancing 
your K. but it would be losing a move, because, tiie 
moment your K. is at adv. K« B. third square, you 
will checkmate him, whether his K. be at his own 
quare, or at K. B.y K. Kt. or K. R. square. 

We will now suppose the Black to play differently, 
for example : 



VARIATION. 

1. Q. to ady. Q. iquure 1. K. to his fourth square 

2. Q. to adr. Q. second square S. K. to K. B. third square 

3. K. to K. B. secoud square 3. K. to his fourth square 

4. K. to K. B. third square 4. K. to K. B. third square 

5. K. to K. B. fourth square 5. K. to K. Kt third squaUB 

6. Q. to adv. K« second square 6. K. to K. R. third square 

7. Tou should not move Q. to adv. K. B. second square, because 

it would stalemate the Black : you ought to play K. to adv. 
K.'B. fourth square, and afterwards checkmate with the Q. 
at adv. K. R. second square, or at adv. K. Kt. fourth 
square. 



SEVENTH SITUATION. 

WHITE. BLACK. 

K* at Q. R. square K, at K. Kt. squai-e 

Q. at K. R. square 
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In this, and similar situations, vfben your advcrsa* 
ry's K. is already on the last line, endeavour to Con- 
fine )4m there ; in the present instance, your first 
move should be Q. to adv. Q. Kt. second square ; 
your second, the Q« to adv. Q. second square,* and 
then you shsgild advance your K. to adv. K. B. third 
.square. 

( I shall now show you that the Queea alone has. the 
power of forcing the adverse King to^one of the cor- 
ners of the board. 



EIGHTH SITUATION, 



V^HiTE Q. at Q. Et square Black K. at his IbarUi sqaare 



t 1. Q. to her third square 
% Q. to K. third sqaare 

3. Q. toK. fourth square 

4. Q. to K. B. third square 

5. Q. to K. B. fourUi square 



1. K« to K. B. fourth square 

2. K. to K. B. third square 

3. K. to K. Kt. fourth square 

4. K. to K. Kt third square 

5. K. to K. Kt. second square 



* This move of the Queen to adv. ^ second square, is bad, being 
entirely unnecessary and lost. 

t In the English edition two moves are omitted in this solution ; it 
should read as follows : 
t. W. Q. to her third square 1. B. K. to adv. K. B^ourth square 

2. W. Q. to K. second square 2, B. K. to K. B. fourth sqaare 

3. W. Q. toK. third square, kc. as in the text. 

If the B. K. at his third move g;oes to the adv. K. Kt. fourth 
square, your next move must depend on the situation of your King. 
If he is on his own side of the board, you should move to adv. K. 
fourth square ; but if he is on the adv. side, you should move the Q. 
to K. B. second square. If he moves on the R. file, yoa most move 
on the Kt's. file, &c. If he retire on the Kt's. file, advance as direct- 
ed in the tex(, 
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6. Q. to adr. K. B. fourth square 6. K. to K. Kt. square 

7. Q« to adv. K. B. third square 7. K. to K. R. square 

8. Q. to adv. K. Kt fourth square 8. K. to K. R. square 

You will observe by the above moves thatHhe 

Queen being able alone to force the King to 4Ui ai^le 

of the board, you might first effect that, and then bring' 

up your King in order to checkmate, but it would 

/take more moves than when the King assi&ts the. 

Queen in compelling the King to the side of the 

^ board. The checkmate when properly played cannot 

^ be delayed beyond nine moves. Do not play your 

Queen nearer the King than she now is, for if you 

were on the ninth move to play K. to adv. K. Kt. 

third square, you would stalemate tile black. 
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CHAPTER VII. 

> m 

Method of winning with a Q^een against a Kq/ight. 

'if- 

• Before 1 instruct you how to win with a Queen 
against a Knight, let me caution you against allowing 
yotfr King and Queen to be attacked at the same time ^« 
by the adverse Knight : this is very easily avoided by 
keepijig the King and Queen on different coloured 
squares. 



FIRST SITUATION. 

WHITE. BLACK. 

K. at his tbird square K. at Q. fourth square 

Q. at Q. R. fourth square Kt. at K. fourth square 

WHITE TO MOVE. 

■ 

\. Q. to her fourth sq. and checks 1. K. to his third square 

2. K. to his fourth square 2. If he move the Kt. to Q. B. 

third square, you should check with your Q. at ttv. Q. fourth 
square, and then take the Kt;, but if he play 

Kt. to K. Kt. third square 

3. Q. to ady. Q. Kt third sq. and 3. K. to K. B. second square 

checks 

4. K. to ady. K. B. fourth square 4 Kt. to K. second sq. and checks 

5. K. to ady. K. Kt. fourth square 5. Kt to Q. fourth square 

6. Q. to adv. Q. third square 6. Kt. to K. second square 

7. Q. to ady. K. B. third squai^e 7. K. to his square 

and checks '^ 

8. Q.to ^T. K. third square 8. K. to Q. square 

5* 
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9. K. to adr. K. B. third square 9. Kt. to Q. B. square 
10. Q. to ady. Q. B. third square 10. Must lose the Kt for if he plajr 
it to K. second square, you will check at adv. Q. third square* 
and then take it ; and if he play it to Q. R* second ^j^re^by 
checking at adr. Q. Kt. third square, you will also win the 
Kt and afterwards easily checkmate. 

If tbe Knight be at a distance from i^s King) tiiie 
Qaeen usually wins it in a few moves, either by a 
divergent check, or by attacking, and confining ^ 
Knight ; for example : ^ 



SECOND SITUATION. 

WHITE. 9LACK. 

K. at his third square K. at K. Kt fourth square 

Q. at K. square i(t at ^ B. third square 

In this position, you should play as follows : 

1. Q. to K.Kt third square and 1. If he play K. to K. B. third or 

ebedn fourth square, or to K.R. fourth 

square, yon will win the Kt. by checking; at your K. B. 
third square, therefore, K. to K. R. third square 

2. Q. to adv. Q. third square, checks and wins the Kt. 



THIRD SITUATION. 

WHITE. BLACK. 

K, at his third sauare K. at K. Kt fourth square 

^ at her square Kt at Q. R. second square. 

By playing Queen io adv* Queen second square, 
will win the Knight the next move. 
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.CHAPTER Vra. 

Method qf^iBoinning with a Queen against a Bishops 

It is not difficult to win with a Queen against a 
Bishop \ you must however, be careful not to allow 
the Bishop to attack King and Queen at the same time: 
this is easilj avoided by playing them on difierent con- 
toured squares* 



FIRST SITUATION. 

WHITE. BLACK. 

K. at his square K. at ad?. K. fourth square 

Q. at her square B. at adv. Q. fourth square 

WHITB TO MOVE. 

1. K. to his secoDd square 1. B. to Q. B. fourth square 

2. Q. to her third sq. and checks 2. If he play to adv. K. B. fourth 

square, you will win the Bishop, by checking^ at Q. B. fourth 
sq. therefore, K. to his fourth square 

3. ^ to Q. B. fourth square 3. K. to Q. third ^uare or (A) 

4. K. to ^ third square 4. K« to Q. B. thifd square. 

5. K. to his fourth square 5. If he play K. to Q. third 

square will gain the Bishop by checifcing at adv. Q. fourth 
square, therefore, ^ K. to Q. Et. third square 

6. K. to adv. Q. fourth square 6. B. adv. K. Kt. square 

7. Q. to adv. Q. B. 3. sq. & checks 7. If he play K. to Q. R. fourth 

square, you should play K. to Q. B. fourth square, but if 

K. to Q. R. second square 

8. Q. to adv. Q. B. second square 8. K. to Q* R. third square 

aiid<^eck8« t 
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9. K. to adv. Q. B. third sqaare 9. B. to adv. K. B. second sq. 
10. Q. to adv. Q. Kt. second square checks, and afterwards check- 
mates at adv. Q. Kt. fourth square 

(A) V 

3. B. to adv. Q. fouA square 

4. K. to K. B. third square 4. He is now dbmpelled to n^ve 

the B. if he play it to Q. Kt third square or Q. R, second sq. 
you .will win it by checking with the Q. at advV Q. Kt. /ourth 
square, or at adv. Q. B. second square ; if he play the B. to 
adv. Q. Kt. second square, you win it by a check at your K. 
second square ; if he move B. to adv. Q. R. square, you wiH 
win it by checking; first at adv. %, Kt. fourth square, and then 
either at Q. R. fourth square, or at adv. ^ R. third jsquare;. 
his best move therefore is B. to adv. K. Kt. square 

5. Q. to K. fourth sq. and checks .5. If he play K. to Q. third sq. 

you will win the Bishop by checking at adv. K. Kt third sq. 
therefore K. to K. B. third square 

6. Q. to K. R. fourth square, and 6 K. to K. B. second square, as 

checks his best move 

7. Q. to K. Kt fourth square 7. B. to Q. Kt third square 

8. Q. to adv. Q. second sq. cbeck8,'and afterwards by playing Q. to 

adv. Q. third square or to adv. K. third sq. wins the Bishop. 



SECOND SITUATION. 



WHITE. 



BLACK. 

K. at K. R. square 



K. at hit fourth square K. at K. R. squ 

Q. at adv. K. B. fourth square B. at K. square 



In this situation, if Black h&ve the move, he will 
draw the game by playing B. to'K. Kt, 3 square, you 
must either take the Bishop or lose the Queen for 
it ; in the former case you stalemate your adversary : 
in the latter it is of course drawn. 
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. CHAPTER IX. 

Method of vmining with a QiLeen against two Knights* 

It is rather difficult to win with a Queen against 
two Knights. If the Knights support each other, it 
^will be necessary to force one of them to move, either *". 
by preventing the king from moving, or by threaten- 
ing him with an immediate checkmate ; when yoa 
have forced him to move one of the Knights, you will 
find it easy, by a divergent check, to win one of them ; 
the game will then be reduced to a Queen against a 
Knight, which has been already given. Be very 
careful in playing your King and'Queen, that he may 
not check them both at the same time i this is easily 
prevented by moving them on different coloured 
squares. In one situation which I shall show you, 
the two Knights draw the game against the Queen» 



FIRST SITUATION. 

WHITE. BLACK. 

K. at JL R. second square K. at adv. Q. foorth square 

Q* at adv. Q. R* square K. Kt. at K. fourth square 

Q. Kt. at ady. Q. B. fourth square 
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WHITE TO HOVE. 

1. K. to K. Kt third square 1. K. to adv. Q. third square 

2. Q. toadv.Q.48q. andche<to 2. K. to adv. Q. B. third l^are 

3. K. to K. B. fourth square 3. K. Kt. to adv. Q. 3 sq. and checks 

4. K. to K. B. third square 4. K. Kt to K. fourth sq. and checks 

5. K. to his fou|lh square 5. K. to adv. Q. Kt.pthird square 

6. K. taQ. fourth square 6. If he play K. to adv. Q. R. 4 sq. 

you should play K* to Q. 6. 3 square, which would force him to 
move one of the Knights, for if he were to play the King to ady. 
Q. R. 3 square, you would checkmate him with the Queen at 
adv. Q. R. square, therefore K. to adv. Q. Kt 48q. or (A) (B) 

7. Q. toad v.Q.Kt2sq.& checks 7. K. to ady. Q. R. fourth square ' 

8. K. to adV.Q. B. fourth square 8. K. to adv. Q. R. third square 

9. Q.to Q.Kt4 square & checks 9. K. to adv. Q. R. second square 

10. K, to adv. Q. fourth square 10. K. to adv. Q. R. square 

1 1. Q. to Q. Kt. third square 11. Is now compelled to move one of 
the Knights: if he check ^your King with Q. Kt, you will 
take the K. Kt., and if he attack your Q. with Q. Kt you will 
win the other by checking at your Q. B. 3 square. 

(A) 

6. K. to adv. Q. Kt second square 

7. Q. to adv. Q.Kt. 2 sq.&checks7f If he play K. to adv. Q. R. square 

you should play Q. to Q. Kt. 3 square. If he play K. to adv. Q. 
R. 2 or 3 square, you should play K. to Q. B. 3 square. If he 
play K. to adv. Q. B. 2 square, you should play Q. to adv. Q. 
Kt 4 square, see Var. (B.) But if he play 

K. to adyrQ. B. square 

8. Q. to K. Kt second square 8. If he plagr K. to adv. Q. Kt. sq. 

you should move your King to Q. B. 3 square. But if he play 

K. to adv. Q. square 

9. Q. to K. B. second square 9. K. to adv. Q. B. square 

10. K. to Q. B. third square 10. K. to adv. Q. Kt. square 

11. Q. to Q. B. 2 square & checks 1 1. K. to adv. Q. R. square 

12. K. to Q. fourth square, and win one of the Knights, 
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.(B) 

6. K. to ady. Q. B. 2 sqaare 

7. Q. Iml^v. Q. Kt 4 square 7. K. to adv. Q. 2 square 

8. Q. to ^. Kt. 3 square 8. If he check with K. Kt. at 
Q. B. 3 square, you must not take the Q. Kt. because he would 
ol^^ Kingf and Queen at Q. R. 4 square ; yon ought to play 
K. ^o his 4 square, and afterwards to adr. Q. 4. square^ but 
should he play K. to adv. K. second square 

9. Q. to I|^ Kt. third square 9. K. to adv. Q. second square 

10. Q. to ^. B. second sq. k checks 10. If he play K. to adv. Q, 

square, you should play K. to Q. B. third square, therefore, 

K. to Q. B. square 

11. K. to Q. B. third square 11. K. to adv. Q. Kt square 
13. Q. to Q. B. second square checks, and then plays K. to Q.fourt2i 

sq. as before. 



SECOND SITUATION. 

WRITB. < • BIiACK. 

K. at K. E.-square K. at adv. K. fourth square 

Q. at her square K. Kt. at adv. K. R. fourth square 

Q. Kt. at adv. K. B. third square 

In this situation the game is drawn, becaase yoar 
King is prevented by the Knights from assisting the 
Queen to force one of the Knights to move. The 
Black must keep* his King near the Knights, and avoid 
playing to the side of the board that the Queen alone 
may not be able to prevent his moving, aiid conse- 
<|aently compel him to move one of the Knights. 
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CHAPTER X. 

A Q^een against a Bishop and Knight* 

The Queen generally wins the game against a'. 
Bishop and Knight without much difficulty, as these 
pieces do not support each other like two Knights. 
By attending to the instructions already given, yau 
will soon be able to give this checkmate; I shall 
therefore confine myself to giving you the following 
situation, in which a Bishop and Knight draw against 
a Queen. 



SITUATION. 



WRITfi. 



K. at K. R. square 

Q. at Q, R. fovrth square 



BLAOK.* ... 

K. at adv. K. Kt. third sqtRire 
B. at adv. K. R. third square ' 
Kt. at K. B. second square 



In this position Black having the move, can draw 
the game by checking with the Bishop at adv. K. Kt. 
second square, and then playing Kt. to K. Kt. fourth 
square, menacing checkmate at adv. K. B. third 
square, and also at adv. K. R. third square ; you are, 
therefore, obliged to check with the Queen at Q. R. 
or Q. Kt. third square ; he will then interpose tl^e 
Knight checking you, and you are forced to takie the 
Knight for the Queen. 
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CHAPTER XI. 

* A Qiieen against two Bishops* ■ 

^ The Qlk^n also generally wins against two 
Bishops; as it, howiever, soiftetimes happens that - 
the Bishops draw the game, Lshall give yen a sitaa- 
tion, in which I shall instruct you 6ow ta plaj the 
Bishops properiy, in order to draw' the game: for 
example : 



SITUATION. 

WHITE. BLACK. 

K. at K. Kt. square K. at K. Kt. foarth square 

Q. B. at K. Hlt^rd squai'e Q. at Q. R. foarth square 

K, B. at its third square 

WHITE TO MOTE. 

1. K. to K. Kt. secmid square 1. Q. to adv. Q. second sq. and 

cheeks 
% K. tq.K. Kt. square, if, instead of this more, you had interposed 
the Q. B. you would have lost the game. See the vartstion. 

2. Q. to adv. K. 3d. sq. & checks 

3. K. to K. Kt. second square '3. K« to K. B. fourth square 

4. Q. B. to K. R. second square 4. Q. to ady. Q. 2d. sq. & checks 

5. K. to K. Kt third square 5. Q. to adv. K. sq. and checks 

6. K. to K. Kt. second square 6. K. to K. Kt. foarth square 

7. Q. B. to K. Kt third square 7. Q, to adv. K. third square 

'8. Q. B. to K. R. second square 8. Q. to adv. Q. 2d. sq. & checks 
9. K. to K. Kt third square 9. Q. to ady. K. sq. and checks 

XO. K. to Kb Kt seoondsqalvift 10. K. toad?. K. R. fojirth sq. 

6 
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11. Uywi were toplajr Q.B. toK. Ct iqaare,yon weoldUMtfaeK/ 
B. by a cheek from Uie Queen at your K. Kl. tliiid iqane. 
' If yoo laoTe K. B. to adv. Q. Kt. Keond iquare, or to adr. Q. 
R. sqnave, yoQ would equally lose the game, (aee i^^ Too 
ought to play Q^B* to K. B. fourth square 

11 . Q. mores any where 
IS. Q. B. to K. Kt third square checks and you haye the same pod- • 
tioD as before, and thus the game is drawn, as yoflr.lwo 
Bishops when properly played, effectually prereat the ap- 
proaofa of Che adverse King. 

* (A.) 
11. K. Bv to adv. Q. R. square * 1 1 . Q. to adv.Q.8econd sq. & ehecks 

12. K. to K. R. square 12. Q. to adr. Q. B. aq. & checks 

13. If you play the Kuig, he will check you on the knigfat> file, and 

then on the Rook's, and will gain 'K. B. therefore, 
Q. B. to K. Kt sqjDare 13. K. to adv. K. Kt thirdsquar^ 

14. K. B. any whe«e 14. Q. to K. E. third sq., checks 

and wins the game 

VARIATION. 

1. K. to K.Kt second square 1. Q. to adv. Q. 2d. sq. ^^eck» 

2. Q. B. to K. B. second square ; 2. K. to adv. K. B. fourth sq. 
this move loses you the game. 

3. You are now compelled to move the K. B., and if you play it to 

adv. K. R. fourth square, he will win it by a check with the 
Queen at her fourth sq. You may, however, play the Bishop 

Ist. to adv. Q. B. third square 

2d. to adv. Q. Kt. second square 

3d. to adv. Q. R. square 



^ If his Q. at the eleventh move checked at adv. K's. second 
square, your K. must move to his Kt or R. square. If you move 
to Kt's. square he will move his K. to your K. R. third square, and 
checkmate you at the next move on his K's. square. If you 
move to R. square, he wiU check at adv. K. B. square ; you must inter- 
pose Q. B. and he will move his K. to adv. K. Kt's. third square; 
your K. B. moves any where and he will ohedc you atadv.K.R 
third square, and then checkmate at adv. K. R'fc eecond jquiffe 
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• Wo. 1. 
% K. B. to adr. Q. B/third aq. 3. Q. to adT. Q. B. second sqwate 

4, If you pUy K. B. to adv. K. squaro, he will cheok yoa at your 
-^ Kiiijg:^ foarth square. If you play K. B. to ite third sqaarc, 
. .. ^ he win check you at his K.Kt.thiid square. IfK.B.toady» 

V*! ^Q. fourth squfu-e, he will check you fint at K. Kt third sq* 

• "^ ^then at K. R» fourth squaii|, or at adv. Q. third square. If 

'K.- B. tb ady. Q. Kt. fourth or seoond aqoare, he wiU check 

you at the K. Kt, third square, then at K. R. second or fourth 

square^ or at adv. Q. Kt. square, and wins the K. B. If you 

play K. B. to adv. Q. R. sq. (see No. 3.) You may also play 

£. B. to adv. Q. second square 4. Q. to adv. K. foorth/q^are and' 

checks 

In the first place, 

ft, K. to K. Kt. square, for if you had played K. to K. R. third sq. 
the Queen would immediately have checkmated you, and if 
you had moved the King to K. B. sq. you would have lost K« 
6. by a check from the Queen at your Q. third square. 

5. K. to adv. K. B. third square 
6* If you move K. B. to K. R. third square, or to adv. Q. Kt. fourth 
# square, he will check with Q. at yoift Q. Kt. square, you'miid; 
interpOSfeuK. B«, ke- will tlieu repeat the check at Juia K. Kt^ 

ll^ird square, and will gain a Bishop. If you play.K. B. to 
any other square, he wfll check. at your Q. Kt. square, and 
will gam the Q. B. If y«)u play Q. B., he will cbe^k yon at 
your Q. Kt square, then at your Q. B. seoond square, and 
afterwards checkm*te you either at his K. B. secGod square, 
r or at your K. Kt. second square. But if instead of playing 

either of your' Bishops, you were to move ^ur King to K. B. 
square, he would check fou at yourK. second square then 
take Q. B. and aftery^ards checkmate you at your K. Kt 
second square. 

In the second place, 

5. K. to K. R. second square 5. K. to adv. K. B. third square 
6* If you play K. to K. Kt square you will lose Q. B* by a check at 

your Q. Kt square, but if you play 
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Q. B. to K. ICt. third qoin 0. 4-toBdv.(2.B.2d.Bq.1coh«(a? 
7. K.ta K. B. tUrd qwva 7. Q. to K. B. maaoi iq. ehack) 

EndinnilLS. 

No. 2. ^ 

3. K. B. to adr. Q. Kt. uocadMi. 3. Q. to adr. (J. R. wcaid tq. ":.' 
4i If jon play K. to E. B. or K. 5l. jquare, yon wfll lose K. ti.|lj:B - 
idMck at your Q. KL •qaa'ra. If ynii play K. B.to adf. Q. B. • 
iquan. or to iti third iqiiare, he will gaia it by dwckidg at his: 
Kt. aqaare. but if you phy - " 

K. B. to adv. Q. B. 3 iqure 4. Q. to K. KL Bq. and d»»clu ^ 
G. If yon Dlay K. to K. B. iqiure, you will lose K. B. by ■ check at 
yoar Q. B. fourlh iquare. If yon moTo E. to K. K. thini 
■qoare, you will alio loae the B. byachaok at Q. B. tqtiu«. 



K.toK.B.iquaroortoE.R. ■» • 

Kcond •qnare ' 5. Q. to K. IC-Ad. iq. Jc ch«dct 

S, E.toK. Kt.iquve.inotderto 6. Q. to adv. Q. KL w]. ft ohackS 



, ei' 



K-toK-KjUsquars 


6. K.to*ar.K.B.thirdiqDB[e 


7.Hr«pl.7 


loM.B. by hi. checking 


you .11 


yon^yK.B.to«lv. Q- 


B..q«. 


.pritherbyolwckingyoB 


•t fam 


:.K,o««. UyoupUyQ. 


'-. -.-B-tow 


ladT. Q.R.BMODdniure, 


'..h^.wfll 


rth iqiiMe, uid if terwwrA 


,. Ue<k» 


1. aqiure, OT at yoor K. Kt 


„ aax»i- 


^ to K. R. fourth iquue. 


"■ ' yoawj 


u Kt youT Q. fourth iqnue. 


If yon 


wUl check yoo at your K. 


Et fbi 


bnate yoa tt your E. KL 



K. to E. B. aqakTB T. Q. to adr. Q. sq. and check* 

S. 4.B.tDterpo>«s 8. E. to adr. E. third squara 

9. K. B. to Q. B.'Kourth aqoare, 9. Q. to adv. K. B. third tqque 

or to adv. Q. Kt. fourth *q. and checks. 

10. K. to E. Et. Hiasre 10. Q. to adv. K.Kt. fourth aqnare 

diecki, and takes your E. B. if it be Ht Q. B, fourth square, 
but if you haxe played it to adr. Q. Et. fourth aqnare,' tbCD 
H. ^.toK.B.sq.ortoE.R.iq. 11. Q. to K. B. fourth sq. q(^ 
or to K.,B| second square, K. R. fourth square, dudUt 

aodninaK-B. - 

J In Ute 0iMiti platt. 

a. E.toE. B. square 6: Q. to uIt. E. R. tq. and chccfei 

7. If you interpose Q. B., he will more his K to year K. Et. 

third sq. and afterwards check yoa it your E. Et Mcoad iq. 

aitd win the Q. 6. tberefors 

K. tobiiseoon^square ' . ?. Q. to adT. E. fourth square and 

3. If you playK.toQ.»q.,»ouwllllo>e'E.B. byaeheck«tyour 
Q. R. fourth eqture. If you play 
E. to Q. second square (or A) 8. Q. to adv. Q. Et fourth i^. 
and checks ^ 

*«. IfyoumoreE.toIl.<^orto^B.secaadiqnare,h«wiUche(^ 
at yout Q. B. •quare, and will win K. B. IfyonpUyE.lo - 
6* ■..., ^ ■ 
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Q. B. sq. he will win K. B« hy a cheQk at your Q. R. tUrd ' 
iqiutfe, therefore, 
K. to his seoond square &• Q. to adT. Q. Kt 2d sq. and 

checks . 
lOi K. to his sq., or to K. B. sq. 10. Q. to adv. Q. R. sq. chedn and 

wins K. B. 

■ 

(A.) 

8* K. to K* B. sqaare 8. K. to adr. K. B. third sq. ' 

9. If you play K. to"^. Kt. square, he will win the Bishep by a check 
at his K. Kt. third eqaare. If you play K. B. to adv. Q» Kt. « 
fourth square, you will lose it by a check at your Q. Kt. sq. 
If you play K. B. to ady. Q. B. square, you will lose it by a 
eheck at your Q. B. fourth square. If ypu play Q. B. to any 
square of the diagonal line that runs from your K. Kt. sqaare 
to your adv. Q. R. second square, he will checkmate you at 
your Q. Kt. square: your best move is to {ilay '^ 

Q. B. to K. square 9. Q. to adv. Q. B.. second sq. 

10. If you play Q. B. to Q. Kt. fourth square, or to adv. Q. R. fourth 

square, he will checkmate yon at your K. B. second square. 
If 'you play Q* B. to K. R. fourth square, he will check yon at * 
your K. Kt. second square, and then at your K. R. square, 
winning the Q. B. therefore 
K.B.checks at adv. Q. Kt. 2d. 10. K. to adv. K. third square 

11. If you play Q. B. he will either checkmate yon at your K. B, 

second square, or win K. B. by pla^^ng Q. to your Q. Kt. sq. ; 
therefore 
K. B. to adv. Q. R. third ^q. 11. Q. to K. B. fourth sq. & checks 
iS. K. to K. Kt sq, or to K. Kt. 12. Q. to K. Kt. third sq. check? 
second square an^ wins K, B. 
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CHAPTER Xn. 

JUethod of checkmating with both Rookst 



I sHALt now show you the method of checkmating 
with two Rooks. This checkmate is very simple, and 
may be, given without the assistance of the King, 



^ FIRST SITUATION. 



"VtaVBE. 



BLACK/ 

K.;at adr. K. B. second square 



K. at K. R. square 
Q. R. at its square 
K. R. at Q. Kt. sqaarjp ' 

1. K. Rr to Q. Kt. 2d sq. & checks 1. K, to adr. K. B. third square 
3, Q.R.to its thiKi squared checks 2. K. to adr. K. B. fourth squai^ 

3. K. R. to Q. Kt. fourth square & 3. K. to his B. fourth square 

checks 

4. Q. R. to adv. Q. R. fourth sq. ^4. K. to his B. third square 

and checks 

5. K. R. to adv. Q. Kt. third sq. 5. K. to his B. second sqtlare 

and checks 

6. Q. R. to adv. Q. R. second^ sq. 6. K. to his B« square 

and checks 
*7. K. R. to adv. Q. Kt. square aodKcheckmates 

The alternate piay of the Rooks, as you will have 
observed by the above moves, forces the King to re- 
tire towards the last line^where he is ultimately check- 
mated; he might, however^ have given you more 
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trouble had he moved his King 8ijBeTen%. Replace 
the pieces and suppose him to-play as follows : 

1. K. R. to Q. Kt second square 1. K. to adv. K. third square 

and checks 

2. Q. R. to its third square and 2. K. to ady. Q. fourth square 

checks 

3. K. R. to it. Kt Iburthsquaredc 3. K. to Q. B. fourth square 

checks 

4. You are now prevented from playing your Q. R. to adv. Q. R. 

fourth A^uare, for if you did he would take your K. R., you 
must- therefore first remove your K. R. by i^yin^ it as ikr 
firom hai^JKJxxg as you can, for ezayiple : » 
K. R. to its fourth square 4. K. to Q. Kt. fourth square 

5. Still you cannot force him to retrograde by playing your Q, R, 

to adv. Q. R. fourth square, because he would take it; jrou 
must therefore remove it to the other side of the board, in or* 
der to compel him to retrograde as before, therefore you play 
Q. R. to K. Kt. third square' 5. K. to Q. B. fourth square 

6. Q. R. to adv. K. Kt fourth sq. 6. K. to Q. third square 

and checks 

7. K. R. to adv. K. R. third sq. 7. K. to his second square 

and checks 

8. Q. R. to adv. Q. Kt. second sq. a. K. to his B. square 

and checks , 

9. K. R. to adv. K. R. second s<||> 9. K. to bis square 

10. K. R. to adv. K. R. square and checkmates 

. When he attacked your Q. R. on the eighth move, 
if you had removed it to adv. Q. R, second square, . 
(instead of playing K, ]^, to adv. K. R. second 
square,) vrith the view of checkmating him vrith your 
K. R. at adv. K. R. square, you would have lost a 
move because he would have played his King to his 
Knight^s square, preventing jour playmg your K. R* 
to his K. R, square^ 
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The checkmate with two Rooks, 70a may reraarf^ 
18 very^asy ; yoii hare howerer, not woa in the ■hort' 
eat maaner, as I shall preseotlj show, first requeitiog 
you to observe, that as you checkmate him by forcing 
his King to the side of the board, it is immaterial to- 
wards which side yA) compel him to more, aad aa hifi 
KiDg is already on the second line, it will be much 
shorter to' force him to the first than to the ei^tb ; 
yoa should therefore, prevent his occupying the third 
line ; for example : 

1. K. R. (o K. K!L thtrd square 1. K. la adr. K. leciKid aqnare 
3. ^R. toitiaecoDdaq. & chc move toadr. 

. OT E. B. sq. 
3. E. R. to Q. Et aqaaie and 

It is not, however, a1 < force the 

King to one of the sides of the board, the checkmate 
can be given in the middle of the board, but dien 
it must be with the assiatance of your King; for ex- 
ample: 



• BECOJTO SITUATION. 



K. at bia third aqiiue K. at his fonrth >qu»re 

Q. R. at its aqnare 

E. R. at (t. Et. aquare 
1. Q,R.toadT.(t-R.thiidiqaare 1. K. to K. B. fourth iqvarf: 
S. E. R. to K. Et Mitiare 2. E. to hii fourth square 

% E. R, to BdT. K. Et fborth iqaare anclclwckmates. 
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The Q* R. being played on ibe 1&i«t move to adv. 
Q. R. third square, preventing thp King from moving 
back, makes the line on which his King is placed, aa 
tfectnally the last line of the board to him as if be 
were on his own square ; your second move is an ex- 
fv^mely good one, no other could f^ossibly enable you 
to checkmate on the third move, for had you given 
check with K* R. at K. B. square, he would have 
played K. to his K. Kt. fourth square, or to your K. 
Kt. fourth square, and it would have taken you thre6 
moves to have checkmated him, but by judiciously 
playing the Rook to the Knight^s file, you force himi 
to return to his fourth square, and aft your King is in 
opposition to his, and of course commands the three 
squares immediately before him, he has no place ta 
move to when you check with K. R* at adv. K. Kt^ 
^ fpurth square, he is therefore dieckmated, ' 
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CHAPTER XIII. 

* Method of' checkm€ttin§^7Dith a Roolf, 

> This checkmate is much more difficult than that 
with the Queen, or the two Rooks, yet I doubt not, 
that by studying carefully the following situations, and 
attending to the remarks I shall make, you will soon 
be able to efifect it, and in a more masterly manner, 
than many who have played at Chess a^Iong time. 

It is absolutely necessary, in order to chi^ckmate 
with me Rook, that you force the adversary's Kifig to 
one of the sides of the board ; your own King must 
moreover be in opposition to hi&, that is, with only 
one square l^etween them. As his King may attack 
your Rook, it will be necessary to have your own King 
near in order to guard it, therefore, the King and 
Rook must co-operate in compelling his King to the 
last line; all this you will clearly understand by at- 
tending to the following situations. 



I * 



FIRST. SITUATION. 

VHIT£. BLACK. 

K. At adr. K. R. third square K. at his R. square 
K. at Q. B« square 
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Bj playing Che Rook to air. Q. B. square, you 
give checkmate ; in this situation if you had a Queen 
instead of a Rook, you could not checkmate in a dlf« | 
ferent manner the first move. If your King, instead \ 
of being at adv. K. R. third square, were at adv. K. 
Kt. third square, the^ook would still checkm|te in j 
the same manner; this is owing to his King being in 
a corner, for if he were.at his Kt. square, and your 
King at adv. K. R. third square, on your checking 
with the Rook, he would be able to move to his 
Bishop^s second square, therefore, except in the cor* 
ner, your King must be immediately opposite his with 
only one square between them. 



SECOND SITUATION. ! 

WRITE. BLACK. 

K. at adv.K. B. fourth square K. at his B^ square 
R, at K. B. fourth square 

WHITE TO MOVE. 

1. K. to adv. K. 6. third square 1. K. to his square 

2. R. to Q. fourth equare 2. K. to K. B. square j 

3. R. to adv. Q. square and checkmates. 

1 

I have often seen even tolerable players make six or 
eight moves to checkmate in the above situation, and 4 
yet it is by no means difficult if the powers of the ' 
Rook be well understood. Your first move is suffi- ' 
ciently obvious, as it forces him to continue on the last 
line; the second is not quite so easy to find out. "^ 
Many persons would give check with the Rook, aAd 
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ihea play it to adv. K. third sqa&re : others would 
play the Kiog to adv. K. third square, and then the 
Rook to adv* K* B. second square ; but if you recol* 
lect that it is absolutely necessary that his king should 
be opposite yours (except in the comer) you will soon 
discj^ver that by playing your Rook to your Q. fourth 
square, that is, one file beyond his King, you force him 
to play back to his 6. square, and are thus enabled to 
checkmate him the following move« 



THIRD SITUATIOr^. 

WBITB. BLACK. 

K. at adv. K. third square K. at his square 

R. at adv. K. fourth square 

In this situation you may checkmate him in three 
moves; your first move should be the Rook to any 
one of the eleven squares it attacks ; suppose you 
move it to adv. K. Kt. fourth square, and that he 
moves his King to K. B. square ; as your Rook al« 
ready occupies the ^file beyond his King, you have 
only to keep it on thai file, and his King will be forced 
to move in opposition to yours, and then you check* 
mate him at his K« Kt. square ; if you refer to the 
checkmate with two Rooks, you will find a similar 
jSituatioD, one of your Rooks confining the King to the 
centre of the board, by making an artifictiail last line, 
and enabling the other Rook to checkmate in the 
above manner. 
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FOURTH SITUATION. 



K. at his tquare 
B.< ftt Q. R. equtrt 



mULCK. 

K« at his R. flqiiar« 



WBITE TO MOVE* 



1. R. to adv. Q. R. second equaro 1. K. to K. Kt square 



2. K. to his second square ' 

3. K. to his third square 

4. K. to his fourth square 

5. K. to adv. K. fourth square 
6* K. to adv. Q. third square 

7. R. to adv. Q. B. second square 7.tKi to Q. R. square 

8. K. to adv. Q. B.*third square 8. K. to Q. Kt. square 

9. K. to adv. Q. Kt. third square 9. K. to Q. R. square 
10; R* to adv. Q. B. square and checkmates. 



2. K. to K. B. square 

3. K. to his square 

4. K. to Q. square 

5. K.to Q. B^ square 

6. K. to Q. Kt. square 



'» 



In the above position it is not very difficult to give 
checkmate, because the adverse Kingis already on the 
last line, and your first move confines him to it. The 
following situation is more difficult, because you have 
to force him to the last line ; however, by attentively 
observing the method of playing both King and Rook, 
you will soon be able to checkmate with the Rook 
from any part of the board. 



FIFTH SITUATION. 



WBITE. 



K. at K. R. square 

R» at adv. Q. R. square 



BLACK. 

K. at adv. Q. fourth squane 



T ' 
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WBXTB TO MOVE. 



1. R. to adr. K. sqnare 
S. K. to K. Kt. Beoood square 
3. K. toK. B. third square 
4 IL toK. fourth square 
5. K. to his third square 
6; K. to Q. third square 

7. R. to Q. fourth square 

8. R. to Q^ B. fourth square 

9. K. to Q. fourth square 

10. K. to adv. Q. fourth square 



1. K. to Q« fourth square 

2. K. to adv. Q. fourth square" 

3. K. to Q. fourth square 

4. K. to Q. third square 

5. K. to Q. four-square 

6. K. to Q. B. fourth square 

7. K. to Q. Kt. fourth square 

8. K. to Q. Kt. third square 

9. K. to Q. Kt. fourth square 
10. K. to Q. Kt thirdsquare 



11. R. to adv. Q. B. fourth square 11. K. to Q. Kt. second square 

IS. R. to adv. ^ B. third square 12. K. to Q. Kt square 

IS. K. to adv. Q. B. fous^ square 13. K. to Q. Kt second square 

14. K. to adv. Q. Kt. fourth sq. 14. K. to Q. R. second square ' 

15. R. to adv. Q. B. second square 15. K. to Q. R. square 
aaddiecks 

t$. K. to adv. Q. R. or Q. B. 3 sq. 16. K. to Q. Kt square 

17. K. to adv. Q..Kt third square 17. K. to Q. R. square 

18. R. to adv. Q. B. sq. and checkmates. 



SIXTH SITUATION, 



WHITS. 



BLACK. 



K. at adv. Q. B. fourth square K. at Q. R. second square 
R. at adv« K. Kt third square 

* * * 

In this situation you may checkmate in four moves, 
without moving your King more than once ; for ex- 
ample: ^ 

1. K. to adv. Q. B. third square 1. K. to Q. R. third square^ or (A»} 

2. R. to adv. K. R. third square 2. K. to Q. R. second square, or to 

. Q. R. fourth square 4* 
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3. R, to adv. K. R. iquare if tha blade King be at Q. R. aacoiui 
square, or R. to K. R. fourth square, if the black King be «t 
y ' Q. R. fourth square ; in both cases the Rook is one file be- 

yond that on 'Which the black King is -, the Black is therefore 
^ « compelled to play to Q. R. third square, and you checkmate 

him with your Rook at his Q. R. square, or at your Q. R. 
fourth square. 

(A.) 

1. K. to adv. Q. B. thifd square 1. K. to Q. R. or Q. Kt square- 

2. R. to adv. K. Kt. sq. & checks 2. K. to Q. R. second square 

3. R. to adv. K. R. square : by remaining on this file, you compdl 

him to play to Q. R. third square, and consequently you 
checkmate him the next move with your Rook at adv. Q. R. 
square. 

* 

You may also checkmate in four moves, beginning 
with the Rook, but this I shall leave you to find out 
. yourself. 
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CHAPTER XIV. 

]\/kthoiof drawing the Oame with a Bishop against ^ .. 

a Rook* '^ 

It is not very difficult to draw the game with a • 
Bishop against a Rook. As it is necessary that the 
two Kings should be opposite each other (except in 
the comers of the board) before you can checkmate ^ 
with the Rpok, it follows, that if you can so play your 
Bishop as to prevent his King facing yours, you will 
draw the game. It is seldom good play to interpose 
the Bishop when your King is checked, and your 
Bishop should generally be at a distance from your 
King. ■ ^ 

The following situation will show you the proper 
method of playing both sides^ 



FIRST SITUATION. 

WHITS. BLAGH. 

K. at K. B. square K. at adv. K. third iquare 

B, at adr. Q. B. tbird square R. at Q. E. third square 

WHrrX TO HOTB. 

1. B. to adr. Q. Kt. second square 1. R. to Q. Kl third square 

2. B. to adv. ^ fourth square 2. il« to adv. Q. Kt seoMid sq. 

7# 
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3. B. to adir. Q. B. third square 3. R. to adr. K. B< s6C0pd s(f. 

4. K. to Kt. aquare, if you had and checks 

played K. to his square, you would have lost the game, see (A) 

4. K. to adv. K. second squard 
Ir. B. to adv. Q. fourth square 5. K. to adv. K. square 
9. B. to adv. Q. B. third square 6. R. to K. B. third square 
l^. B. to adv. Q. Kt second square 7. R. to K. Kt 3d. sq. k, checks 
8* K. to K. R. second square and not to K. R. square, because hie 
would play K. to your K. B. second square and win the game 

8. K. to adv. K. B. second sq. . 
9. K. to K. R. third square 9. R. to adv. K. Kt. third squats 

and checks 
tO- K« to K. R. fourth square, &c. : had you played K. to K. ft» 
. second square^ you would have lost the game, see (B.) 

(A.) 

4* K. to hi3 square 4. R. to adv. Q. B. second sq. 

5. B. to Q. R. fourth square 5. R. to adv. Q. B. sq. Jc check* 

6. B. interposes 6. R. to adv. Q. Kt square 

7r You are forced to move your K. to K. B. square, and lose your 
B. and consequently the game* 

(B.) 

• 

10. K. to K. R. second square IT). R. to K. Kt. second square 

11. B. to adv. Q. B. square 11. R. to K. R. 2^. sq. andcheds 

12. B. interposes « 12. R. to K. R. third square 

13. K. to K. R. square 13. R^ takes B« and checkmates - 



9 

The above examples show that it is not very difficult 
to draw with a Bishop against a Rook, yet Philidor 
asserts, page 253, ed. 1777, ^'ibat the player having 
the Bishop, must as speedily as possible, move his 
King to a comer square, of a different Qolour fiv>m 
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that on which flie Bishop moyes, as that is the only 
place where he can he secure of a drawn game ;^^ 
thar tbi^ assertion hqwever, is not correct the fore- 
going position sufficiently shows. The following id 
the position alluded to by Philidor t 



WHITS. 



8£C0m> SITUATION. 



SLACKS 



K. at K. R. square 

B. at K* R. second square 



K. at adv. K. B. third tqimt 
R. at Q. R. third square 



In this situation you have only to move your King 
or Kshop to your Knight's square, or Rook's second 
square : for example, suppose the Black begin : ^ 

It R. to adv. Q. R. sq. and checks 1. B. to K. Kt square 

2. If he move K. to adv. K. Kt. third square^you wiU be stalema- 

ted, but if he play 

R. to ady. Q. Kt. square 2. K. to K. R. second square 

3. R. to Q. Kt fourth square 3. K. to K. R. square 

4. K. to adv. K. Kt third square 4. B. to K. R. 2Qd sq. & checks 
d. K. to adv. K. R. third square 5. 6. to K. Kt square 

6. R. to Q. fourth square 6. B. to K. R. second square 

7. R. to ad7. Q. sq. and checks 7. B. to K. Kt square 

% If he. play the R. on the line of your pieces, you will be stafe- 
mated, and if he move 

R. to adv. Q. seeond square 8. B. to K. third square 

d. R. toadv. K. R. second square 9. K. to K. Kt square 

and checks 

10. R. to adv. K. second square 10. B. to adv. Q. B. fourth square 

11. R. to adv«Q.B. second square 11. B. to.adv. Q< third square, && 
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CHAPTER XV. 

Method of drawing the Game with a Knight agaimt a 

Rook. 

Although the Rook is a considerably more pow- 
erful piece than the Knight, yet it% not able like the 
Qaeen to win the game against a Knight : as however, 
the method of drawing is not very easy, I shall point 
put to yon the proper moves, and also show you some 
positions in which the Rook wins. 



FIRST SITUATION. 

BIiACK. WUIT£. 

K. at adv. K. third square K. at his own sqc|ar6 

R. at adv. Q. R. second eq. Kt. at Q. B. square 



BLACK TO MOVE. 

1. R. to adv. Q. R. square 1. K. to Q. square 

- 2. R. to adv. Q. Kt. square 2. K. to Q. B. second square 

3. R. to Q. Kt fourth square 3. K. to Q. square « . 

4. R. to adv. Q. Kt. second square 4. K. to his square 

5. R. to adv. Q. second square 5. Kt. to Q. Kt. third square 

6. R. to adv. Q. KVQd sq. (or A) 0. Kt to <^ B. square 

7. R. to adv. K. B. second square 7. K. to Q. square 

8. R. to adv. K. R. second square 8. Kt. to Q. Kt. third sqnare 
% K. to adv. Q. third square 9* Kt. to Q. B. sq. and checks 



4 
\ 
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10. K.to «d?.4 B. third sqnaie 10. EL to K.Sd square & cheeks 

11. K. to adr. Q. Kt. second sq. 1 1. K. to his sqaire 

12. K.to adr. Q. B. second square 12. K. toK. B. square 
13; K. to adT. Q. second square 13. Kt to K. Kt. square 

14. K. to adT. Q. square 14. Kt to K..B third square 

15. R. to adr. K. R. sq. tc checks 15. Kt. interposes 

16. R. to K. R. fourth square 16. K. to K. Kt second square 

17. K. to adv. K. square 17. Kt. to K. B. 3d sq. & checks 

18. K. to adv. K. second square 18. Kt. to K. Kt sq. & checks 

19. K. to adv. K. third square 19. K. to K. B. square 

20. R. to K. B. fourth sq. Sc checks 20. K. to his square 

21. R. to adv. K. B. second square 21. Kt to K. R. third square 

22. R. to ady. K. Kt. second sq. 22. K. to K B. square 

23. R. to adv. K. R. seopod square 23. Kt. to K. Kt. square 

24. R. to adr. K* B. 2d square /k 24. K. to his square 
checks 

25. R. to adv. Q. Kt. seoond sq. < 25. K. to K. B. square, &c.. 

(A) , 

6. R. to adr. Q. B. second sq. 6. K. to Q. square 

7. K. to adv. Q. third square 7. Kt to Q. B. square & checks : 

if instead of this move you had played Kt to Q. R. squan^ 
you would have lost the game, (see 6.) 
a. K. to adv. Q. B. third square 8. Kt to K. second sq. ft diecks^ 

ftc as before 



^y carefully parsuing the above system you will 
always be able to draw the game. 



■ 
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7. Kt. to Q. R. square 
a. R. to adv. Q. B. third square 8. You cannot play the Kt 
wiOiont losing it, and if you move the King he vriW check 
you at your CL B. square and then take the Kt 



4* 
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SECOND BITUATION. 



-K. »t Q. Et. aqiMje K. *t*dr. ^B. third HivaTe 

Kt. MQ.II. iqinM R- at aAr. K. butk tqaaK 

Id tbii gituation the black will win the game, whe- 
ther tbey hare the move or not. Suppose the Black. 
bc^D : 

1. R. to ftdr, K. Mcond square 1- Caanotmon the Et withonC 

loiinc it, and if jrou mora the K. lie will checkmate 7011 at 
jour K. aquare 

Suppose the White begin : 

J. Kt to Q. B. tecond (q.-^or A.) 1. R. to adv. K. second aquare 

2. Kt to Q, R. third square 3. K. to adv. Q. Kt third Minare 

3. Too must evidenUr W the Kt for if jou move it to adv. Q. Kt 

fourth aquBre, he will checkmate you, and if jod avoid the 
chsckmaU be will take the Kt. 

(*■> 

1. K.taQ.R.eaaai>d«iiiare - 1. R.toadv.Q.Kt fbnithiq. 

2. E. to (t- R. third tuaie 2. R. to adv. Q. Et lecond iq. 

3. At the Kt eanitot be moved without being taKeo, 70a are fbreed 

to novo the a jon at your Q. R. second 

equue.ind 



K. at K. R. iqiiare K. at adv. E. B. third iqaare 

Kt. at K. B. •qnars H. at adv. Q. R. lecoDd square 
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Id this situation the Black will win whether they 
have the move or not ; for example : 

Suppose (he Black b^n. 

1. R. to mIt. Q. R. qiure 1. K. to K. Et. iquuB 

3. R. to adv. Q. Kt sqaue 3. It Ibroed to move the Ein^ 

' 3. K. tikaKt uid viDs 

Suppose the White b^in : 

You are compelled to move the Kuight, for if jou 
plajr King to his Knight's square, Black will move R. 
to adv. Q. R. square winning the Knight the i\ext 
move, therefore : 

1. Et.toK. R. 3d. iq. and checks 1. E. loadr.K. B. eecoodsq.' 

Z tf 70U play Et to E. B. iquare. Black ought not to take it be 

canM ^our Eia( wonld be italeinELted ; be ougbt to play R. to 

your ^. R. «iaan ai»d aflenrardi take the Knight; but sap. 

pose yon play 

Et. to K. EL 4 aq. and checka 3. K. to adT. K. Et. third iqaare 

3. It i> evident that you caimot avoid being cbeokmatMl in two 

mores at mott, Ibr if yon play yoar Kni^t ha will check at 

yoQt Q. R. H roa to inter- 

pose your Et you ; if you 

play the Ein( ire. 

The last two 1 jy it is to 

avoid playing ■ & comer 

square, as the Rook usually wins in such cases. It 
must also be observed, that the Rook usually wins, if 
the Knight be distant from the King. 
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CHAPTER XVI. . 

Method of checkmating toith both Bishops* 

It is not very difficult to cbedkmate with both the 

Bishops ; the adverse King must however, previously 

be forced to one of the comers of the board, as the 
checkmate can be given, only when the King is on the 

Rook's square, Rook's second square, or Knigbt'^ 

square. 



SITUATION, 



WHITE. 



BLACK. 



King at his square 
K. Bishop at its square 
Q. Bishop at its square 



KiDg«at his squai^ 



WHITE TO MOVE. 



1. K. B. to K, R. third sqiiare 

2. Q. B. to K. B. fourth square : 

to 12 squares only 

3. K. to his second square 

4. K. to K. B. third square 

5. K. B. to adv. K. B. fourth aq. 

6. K. to K. Kt. fourth square 

7. K. to adv. KKt fourth sq. 

8. K. to adr. K. B, third sq. 



1. K. to Q. square 

by this moye you confine his KJaSg 

2. K. to his second square 

3. K. to K. B. third square 

4. K. to his second square 

5. K. to K. B. third square 

6. K. to his second square 

7. K. to Q. square, or (A) (B; 

8. K, to his square 



jw' 
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' 9. Q. B.lo bUt. Q. B. tecondiq. 9. K. to K. B. iqiuK 

JO. K. B. tOBdr. Q. ncoadiq. 10. K. to K. Kt. iqaare 

11. K. to adv. K. Kt. third Hinue 11. K. ta K. B. xinarj 

IX. Q. B. to adv. Q. tbkd tqaue 13. K. to K. Kt. ngiure 

- BDddwckf", 

IS. R. B. cbocki 13. K. to K. B. iqasre 
14. ti. B. olwoknnta 



T. K. to his aquBre 

8. K. to adv.^ B. third square 8. K. to Q. square 

9. Q. Bi to adv. Q. third square 9. K. to bis square 

19. Q. B. to adv. Q. B. second square and tbao K. B. as before. 

. (B.) 

7. K. to K. B. second square' ~ 

8. Q. B. to adr. Q. third square 8. If he play K: to his aqoare, 
joa should playK. to adv. K. B, third sq: as before, therefore 

K. to K, Kt. second square 

9. 'K. B. to ad7„K.. third square 9. K. to K. a. awond square 

10. Tonmnstbecai^Dlnot to play Q^ B.toadv. K. lourthsqnare, 
*' l(«au:e Tou^wogtll stalemste him, the proper more is 

> Q.B. to adv. K.B. square' 10. K. to K. R. squire * 

11. K.toadv. K. B.tkirdi^aBttandnottoadv. E.Kt.thirdBqaare 
I * - ' * ll.'K.tohisR.seooDdsqnaie 

I3.'k. toaOv. E^ B: ti . R. square 

. Iff. Q. Q . checks R. second square 

-■i-l. K. B.checkmai^ ' 



' You will obaer 

^ must be played e 

Bi8h<^*3 second ( 



your own King 
third square, or 
I checkmate. 
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CHAPTER XVI. 



Method of checkmating toith both Bishops. 

It Is not very difficult to chedkmate with both the 

Bishops ; the adverse King must however, previously 

be forced to one of the comers of the board, as the 
checkmate can be given, only when the King is on the 

Rook's square, Rook's second square, or Knigbt^fi 

square. 



.1 



SITUATION. 



WHITE. 



King at his square 
K. Bishop at its square 
Q. Bishop at its square 



BLACK. 

KtD'.at his square 



WHITE TO MOVE. 



1. K. B. to E. R. third square 

2. Q. B. to K. B. fourth square : 

to 12 squares only 

3. K. to his second square 

4. K. to K. B. third square 

6. K. B. to ady. K. B. fourth aq. 

6. K. to K. Kt fourth square 

7. K. to adv. RKL fourth sq. 

8. K. to adv. K. B. third sq. 



1. K. to Q. square 

by this move you confiae his Ksdg 

2. K. to his second square 

3. K. to K. B. third square 

4. K. to his second square 
5* K. to K. B. third square 

6. K. to his second square 

7. K. to Q. square, or (A) (B; 

8. K, fo his square 



■". ^* ■.-... \ ' 

' 0. Q. B-tetUv.Q. B. iccoadiq. 9. K. to K. B. tqntre 

iO. K. B. to adv. Q. fiicoiid iq. 10. K. ta K. KL iqiurc 

11. K.to«dr.E.Kt.third«qa«ra II. K. to K. B. •qnarj 

IX. Q. B. to ailT.Q. third tqaare U. K. to K. Kt. iqiure 



IS. S. B. checki 
U. (t. B. 



13. K. to K. R. i^aare 



(A.) 



7. K. Id hi: niuue 
a K. to «dT. JC B. third squikre 8. K. to Q. iquare 
9. Q. Bi to adv. Q. third aquare 9. K. to hia square 
10. Q. B. to adv. Q. it. second square and then K. B. as before. 

/ (B.) 

^ . 7. K. to K. B. tecond square "■" 

a. q. B. to adv. Q. thirdiqnare 8. If he piny k: to his iqiiare, 
' yon should play K. to adv. K. B. third sq: as before, therelbra 
; K. Id K. KL second aquare 

9. ~K: B. to Bdv..K.. third aquare 9. K. to K. R. aacond square 
' 10. Ton moit be cai;cdiil not to play Q^ B.to adr. K, fourth aquare, 
Vedkuae you'woij^d stalepate him, the proper move is 
1- Q. B. to adv. K. B7 squaFe 10. K. to K. R. square f 
^ II. K. to adv. K. B. third square andnot to adv. E.Ktthirdaqoare 
1 • < * ll.-K.tohiiR.ieeoodiqiuu'e 

12.^K. toadv. K. Br R. iqnara 

. ]$[. Q. B. check! R. second square 

14, K. B.checkmat ' 



' You will obse 

^ must be played 

Bisht^'a second 



your own King 
liird square, or 
I checkmate. 



' Vou now confine bis King to one line, while yonr 
own King has the rangeof sis lines. Place the pieces 
as before, viz : ' • •:• 



King at bit third sqaare King at bii fourth tquire 

Suppose now that your adversary play King to his . 
second square, 'and that tiie situation of your Pieces' 
would not allow your King to go beyond his half of* 
the board, and also'thst it were of conset^ence to 
prevent the Black from occupying the horizontal line 
ruDDtng from Black's K. ^. fourth square to Q. R. 
fojirth square. What move ought you to make ? sim- 
ply move as your adversary does, that is, when he 
moves back, you do the same ; when he moves late- 
rally, so do you ; for example i 

1, K. to hia second sqaaie I. K. to Iiia third square 

,^. K. to Q. second iqQare _ _^ 3. R. to Q. third square 

3. E. to Q. B. ■ B. MCODd iqnare 

4. K. to Q. sqi saumd square 
B. K. to hil sqi s second squaro, 
6. K. to K. B. J B. third tquare 
7., K. to K. Et . Kt. fourth square 

You see s the opposition 

can always n occupying the 

line betwee :d there are no 

Pieces or I of great conse- 

quence to pay particular attention to this power of 'the 
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King; for many ^tnes wifli Kiaga wd Pawni i»ly 
on the board, are won or drawn by one party being 
able to gain the opposition : this ii a part of die game 
but little oDderBtoM^ even by tolerable playen. 



SECOND SITUATION. 



K. at hia foorth tqiiare 



K. It his third iqiUK : 



In this sitnatioD if it were your-move, it is evident - 
from what has been already sb^wn, that your adrersaTy 
can prevent your king from occupying any of the lines 
beyond that on which he ii at present placed ; but 
Mippose ihe Black were to begin,.be>cannot prevent 
your moving your Ki^ either to Black K. R. second , 
square, or to Black Q. R. second square, be may 
prevent which he pleases, but he cannot prerent both, 
and if the winning of on your oc- 

cupying one of thos< ' adrenary . 

would of course lose. s follows : • 



I. £. to K. B. third iquare 
then to adT. Q. B. ti 
Q.' R. ucond gijuire 



fimrth iqosrti 
id iqnn, ud 
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CHAPTER XV. 

Method of drawing the Game with a Knight against a 

Rook. 

Although the Rook is a considerably more pow- - 1 
erful piece than the Knight, yet it Ik not able like the . • A 
Queen to win the game against a Knight : as however, { 

the method of drawing is not very easy, I shall point 
out to you the proper moves, and also show you some 
positions in which the Rook wins. 



FIRST SITUATION. 



K. at adv. K. third square K. at his own square 

R. at adv. Q. R. second sq. Kt. at Q. B. square 



BLACK TO MOVE. 



1. R. to adv. Q. R. square 1. K. to Q. square 

* 2. R. to adv. Q. Kt. square 2. K. to Q. B. second squar* ! 

3. R. to Q. Kt* fourth square 3. K. to Q. square « J 

4. R. to adv. Q. Kt. second square 4. K. to his square ^ 

5. R. to adv. Q. second square 5. KiL to Q. Kt. third square 

6. R. to adv. Q. Kt/Sd sq. (or A) 6« Kt to <{. B. square 

7. R. to adv. K. B. second square 7. K. to Q. square 

8. R. to adv. K. R. second square 8. Kt. to Q. Kt. third square 
IL K. to adv. Q. third square 9< Kt. to Q. B. sq. and checks 
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10. K. to adv. Q, B. third sqoare 10. Ktto X. 2A square ftchedcs 

11. K. to adr. Q. Kf. second sq. 1 1. K. to hit iqnire 

12. K. to adv. Q. B.second sqiuure 12. K. to K. B. iqiiare 
13; K. to adr. 4^ second square 13. Kt to K. Kt square 

I 14. K. to adr. Q. square 14. Kt to K..B thirdsquara 

15. R. to adr. K. R. sq. ic, checks 15. Kt interposes 

16. R. to K. R. fourth square 16. K. to K. Kt. second square 

17. K. to adv. K. square 17. Kt to K. B. 3d sq. & checks 

18. K. to adY. K. second square 18. Kt to K. Kt sq. & checks 
! 19. K. to adv. K. third square 19. K. to K. B. square 

^' 20. R. to K. B. fourth sq. & checks 20. K. to his squaie 

f * 21. R. to adv. K. B. second square 21. Kt to K. R. third square 

^ . 22. R. to adv. K. Kt. second sq. 22. K. to K B. square 

23. R. to adv. K. R. second square 23. Kt to K. Kt. square 

24. R. to ad7. K. B. 2d square & 24. K. to his square 
checks 

25. R. to adr. Q. Kt. seoond sq. > 25. K. to K. B. square« ko, 

(A.) , 

6. R. to adr. Q. B. second sq. 6. K. to Q. square 

7. K. to adr. Q. third square 7. Kt to Q. B. square & checks : 
if instead of this move you had played Kt. to Q. R. square 
you would hare lost the game, (see B.) 

8. K. to adr. Q. B. third square 8. Kt to K. second sq. ft checks^ 

&C. as before 



Jiy carefully pursuing the above system you will 
always be able to draw the game. 

(B.) 

7. Kt. to Q. R. square 
8. li. to adr. Q. B. third square 8. Tou cannot play the Kt. 
without losing it, and if you more the King he will check 
you at your (^ B. square and then take the Kt 
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on the contraiy, jrou find hii Pawns better placed than 
yoan, you will try to make die position equal, before 
yoa pennit the eschai^ of piecea. 

I shall begin by flhowing you some easy situations of 
Pawns only* we shall then proceed to otben of ofie or 
more pawns against a Piece, and afterwards widi one 
or more Pawns and a Piece against a Piece. Wbea- 
ever the position of the Kings is not given, you are to 
suppose them too far removed from the Pawns to be of 
any use in playing them, or that they are in such situa- 
tions that they cannot more without the evident loss of 
the game. 



CHAPTER XIX. 

A Pawnagaimt a P<mn. 
The two Pawns on the same file, and not passed. 

FIR3t SITUATION. 

WHITI. M^CE. 

P. it Q. R. sttoMHl Bqnare F. at Q- n. i>buii4 gqoira 

Tais is a very simple Bituation, and if neither party 
had any oth||r piece to move, the game would of course 
be drawn, as neither Pawn can pass the other, it is ' 
immaterial which begins. Fut if'there were other 
pieces on the board, it may be of great importance who 
has the move ; for example, suppose the situation as 
follows; - . 



E. at K.B. square 


e 


Fawn at Q. R. aeoo 


qnaw 


F.atK.Kt.Moood 


ndiqaare 


f-ftt adv. K. B. thii 


irdiqaare 


J. at atlT. k; fourth >quu» 




?. atadT. 4. tbirdgqmre 
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CHAPTER XVI. . 

Method of checkmating loith both Bishops. 

It Is not very difficult to checkmate with both the 

Bishops ; the adverse King must however, previously 

be forced to one of the comers of the board, as the 
checkmate can be given, only when the King is on the 

Rook's square, Rook's second square, or Knight's 

square. 



SITUATION, 



WHITE. 

King at his square 
K. Bishop at its square 
Q. Bishop at its square 



BLACK. 

Kiiig;«at his square 



WBITE TO MOVE. 



1. K. B. to E. R. third square 
SL Q. B. to K. B. fourth square 
to 12 squares only 

3. K. to his second square 

4. K. to K. B. third square 

5. K. B. to ady. K. B. fourth sq. 

6. K. to K. Kt. fourth square 

7. K. to adv. K. Kt fourth sq. 

8. K. to adv. E. B. third sq* 



1. K. to Q. square 

by this move you confine his Kn^ 

2. K. to his second square 

3. K. to K. B. third square 

4. K. to his second square 

5. K. to K. B. third square 

6. K. to his second square 

7. K. to Q. square, or (A) (B; 

8. K, to his square 



>' 



! 9. Q. B. to *tlv. Q. B. lecondtq. 9. K. to K. B. iqnue 

JO. E. B. to air. Q- ncoad tq. 10. X, to K. Kt. ■qnm 

11. E. to adr. If . Et. third iqiUM 11. E. to E. B. iqiiu^ 

IS. <).B.taadv..Q.t]luid*qiiaTe IS. E. to E. Et. naire 

.■Ddcbeckf 

13. S. B. dwckt 13. K. to K. R. •qd«re 



T. K. la his iquere 

8. K. to adv.JL B. third square 8. E. to Q. squHTe 

9. Q. B^ to adr. Q. tliinl iquare 9. E. to his iquare 

19. Q. B- to Bdr. Q. B. eecond square and then K. B. as before. 

. (B.) 

7. E. to E. B. lecond square " 
S. Q. B. to adv. Q. thirdsqnare 8. If he piny K. to his square, 
■ you should playK, to adv. K. B.thfrdsq. as beforE, therefbro 

E. to K. KC second square 
9. 'E: B. to Bdv.rK..thica square 9. K. to K. R. Bocond square 

10. Tou must be cBreful not to play Q; B.to adv. E. fourth square, 

IteAusB ]'ou'woi{ld italejnate bim, the proper more is 
>■ Q.B. to adv. E. B. square 10. E. to E. R. iquare > 

11. K. toedT. E. B. thirdrttnareandaottciadr. E.ELtbirdtqaare 
;>- . ' ll.-E.tahiiR.Mcond«qnare 

13.'K. to adr; E. B: R. square 

.'l^. . Q< B. checks R. second square - 

14, K. B.'cheokmat ' - 



' Vou will ob3( 
^ most be played 
^Bishop's second 



your own King 
bird square, or 
I checkmate. 
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1. <(.R.P.twoiqoire» 1- Ifhtweie toid«y theiinie,ho 

would low, therefore, 
. Q. R. P. ooe wjnare 
3. E.tomdT.K.B.tUrdtqiiMa 9. ^ R. P. ooa iquare, tnd the 
poaidon ji the •am* u bafbra, exMpt that your Fbwd ii kdnmoMl 
one atep farther, but whkh makes no diflerenca in the resolt. 

This shews you that by pUyii^ the Pawn one or" 
ttro Bqaares you cannot win ttie the game ; you oi^ght 
to play as follows : 

1. E.toadr.K,B.thirdaqQare; ttui more will winjon the gune: 
ohMrre the rcMon ; if be moTa hii King, you will adTance jduce 
to adv. K. B. aecond sqaare, and then pluhthe Fawn to Queen; 
you therefore compel him ai bii bert move to play the Fawn : oaw 
whether he ptay it one or two sqaarei, yan,u lut player, can gain 
the move by playing years one or two aqnaTee. It appean then, 
that the reason you coold not win when yoD began with the Pawn 
was, becaose he had the option of playing his Rawa ene or two 
squares after yours had been played, and theBeby gaining the move 
□□ yon. Recollect of what importence it is for the last player to be 
able to move his, Fawn one or two squares. Suppose he play 

1 . Q. B« Pawn S sq, or (A.) 

2. Q. R. P. two squares 3. Is now forced' to pUy bis Kin^, 
which enables you to advance yours to his K. B. secendsq. &c. 

■ (A.) 

I. R. F. one square 

2. lljan 1 squares, the game would be 
drawn, yon mly ooe square i if he advance 
his one aqna » alio another squiire, and the 
position wiU ly also, on your second move, 
play ^ '. 

K. toadr.K.Kt.third^sqnare S.hQ.R. P, one square 

3. K. to adv. K. B. third square 3. HI. R. F. one square 

4. K. to ■dr.E.Et. third square 4. (t,R. P. one square 
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5. K. to (mJt. K. B. third MiDare 5. K. to K. B. teoMid >quBre 
S. K. to adv. K. B. woond aqQare, and then adfuiaet the Pawn to 
Queen i thia a not lO ibort a method ai tha above, oor could 
you have ^ined the moTe with the King, had ha bagaa with 
Q. R. P. two iqnarea 



TOe twaPfWns ontke some jS/e and both passed. 



FI^T SITUATION. 

WHITK. DEACK.- 

FaifD at adv. Q.B. fourth sq. Pawn at adv. Q. B. fourth 94. 

Iq this ftDd similar eituatioas, he who first advances 
to Queen will wio, for though the other may also make 
a Queen yet she will be immediately taken by the 
adversary. The following situation wilt shew you the 
advantage of knowing the above rule. 



SECOND SITUATION. 

WKITE. BI-ACK. 

King Bt hi| >qHare third square 

Rook at 4, R. iquare B. fourth aquart 

Pawn at adv. K. B. fourth th aqnare 

arth square 
IburUi tqutre 

Black had the move and played as follows ; 
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I. Rook to sdr. E, R. fonrOi aqaRrs ; tbli appean fo bo-rTerj 
food mora, bectiue it attMla > Pawn that rannot be d«ftdAad, 
and thrMitem a checkmate the oext more i it is howsrer, rery 
bad pUy, for White will now win the game. 

1. R. to Q.R. third iq. and check) 

S. R. to adr. K. (onrth aqtuire X. R. to Q. R.foDitl>*q.li checks 

3. K.toQ.lbarUiK|iiare 3. R.taketR. 

4. Pawn take* R. - 4. K. R- F. ihm eqnare - 

5. P. to adv. K. R. third iqaare 5. K. R. F. om ninare 

.S. P.toadr.K. R.iecandiqaaree. K. R. P.becomeiaQueeDSrft - 

' Black lost because be foi^ot that hia Pawn after ■ 
taHaug the White Rotdc would be on the same file aa 
his advenaiy's, and ttiat White having; ,the move ' 
' would make the first Queen. 



J Pawn on the King's Rook^sjtle and the adversaTy''s 
Pawn on the Queen's Rook's jih. 



FIRST SITUATION. 
White Pawn at K. R. fourth sq. Black Pa4a at Q. R. fourth sc^, 

lb tbu eitoatioii^the lii;pt player will win, because he 
will make a 1 e to take the adver- 

sary's if he p 1 the same manner 

as on the file! :d the two files often 

causes mista] u should therefore 

examine attci , , 'moves each player 

must make, before the Pawn can become a Queen ; 
in the above situation, each must make four moves : 



the Dumber therefore being equal, (be first player wilt 
win. The folloT^pg situation will shew ;ou how to 
take advantage of the knowledge of this rule. 



SECOND SITUATION. 



King at idT. K. B. fourth iq. JOus at adr. Q. B. fourtb Bqanri 
Bishop &t K. Kt. Mcond aqaara Ro<^ at adv- Q. foarth square 
tCnight at K. B. fourth squaro Pawn at ^- R. fourth square , 
Pawn at K. ft. fbaith.aiiiBia. Fawn at Q^t. lecond aqnara 
Pawn at Q. fourth square 



I. B. takes P. audcbecks 1. R.talcesB. 

a. Kt. takes E, 2- King takaa Kt, 

3. P. one square 3. Q. R- P. one squ&re 

4. P> one square 4. Q- R. P. ooe equare 

5. P. one square 5. Q. R. P. one squara 

6. FaWD becomes a Qoaea ajvl prevvits the adv. Pawn from ad- 

Tancing tcr Queen, and cousequently wins the game. 

. JVhite did reif properly to take the Pawnjritb the 
Bishop, because after the 'exchange of pieces, he bks. 

to move, and at equal dis* 

thnces from^ i he makes a 

Queen first. the Bishoj>, 

because be m : to win ; he 

ought to have ■ 



• « 
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Two tbimns not passed on adjoining files. 



FIRST SITUATION. 



WHITE. BLACK. 

K. at adir. K. Kt. thini iquare K. at K. R. square 

P. at aclv.*K. R. second sqoare P. at Q. R. third square 

P. at ^. Kt. third square * 

It is evident that neither of the Pawns on the* 
Queen's side can advance to Queen without being put 
en prise; he who is first obliged to put his Pawn ea 
pme will not win, nor will he always lose, as shall 
presently be shewn. Suppose that in this position 
you have the move, you will win by playing as follows : 

1. Q. Kt. P. one square , . 1. Q.*R. P^ one square . ^ " ^ 

2. If you were to take the Pawn, you would play ill, because jrou^, ' 

would stalemate the Black instead of winning the game ; 
you should play * 

Q. Kt. P. one square S. Q. R. P. one square .• 

3. Q. Kt. P. one square 3. Q. R. P. one square ' 

4. Q. Kt. P. one square 4.- Qc?-- P- one square 

5. JPawn becomes a Queen or Rook.^nd checkmates. 

It sometimes however happ^s that you cannolrwin \ 
for exaim)le : 







\ 






SEJOND SITUATION. 



WBITX. - BU.CE. ' 

- King at adv. E. Et. third iqiure Kinf %t K R. >qiUkr% 

P&wn at ^. K. R. Mcoud aqnare Fawn at Q. R. toartb iqaaTe 
■Fawn at Q. Et. third iquare 



BI.ACK. wniTK. 

!. Q. R. F. one aqaare 1. Toot bart mmre it to take 

th«Fawi),fi>rif7ondoiK>^7oainllkMi ht exunple : 
. ' ' %• KL P. one (qoare 

a. Q. R. P. one sqaare 3. Q. Kt- F. oae •qura 

3. Q. R. P. one sqaure 3. Q. & F. one square 

4. P. becomeeaQ. 4. Q. Et P. one sqnAe ' 

5. Q. chec>:> at adv. Q. Kt KtaAn u"! then takea Q. K(. F. ana. 



Two Paans on distant fihsf 



White Fawn at Q. fc it Q. Et. fourth )q. 

As the Pawni i the last line, 

they will each b< tera not which 

haa the move, bi 3te at Queen's 

third aquare he must begin in order to make a Queen. 



« 
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, CHAPTER XX. 

On^ Pawn against two tinited Pawns, 



FIRST SITUATION. 

Q. Kt. P. at its third square * Q. Kt. P. at its square 

Q. B. P. at its third square 

« 

•» The t^o Pawns will win. Though this is a simple 
and easy position, yet it is QOt indifiereut with which 
Pawn the White hegins, for if he were to play Queen's 
Knight's Pawn one square, Black \iw)uld advance 
Queen's Knight's Pawn two squares, stopping the 
White Pawns, and supposing the White had nothing 

-else to play, lie would be obliged to sacrifice Queen's 
Bishop's Paitn and each party would make a Queen. 
Whj^e ought to begin with Queen's Bishop's Pawn 
one square, then Qi^en's Knight's Pawn one square 
and afterward's Queen's Bishop's Pawn. In the {^-' 
lowing position by taking proper advantage of your 
isolated Pawn you win the game. 



SECOND SITUATION. 

WHITE. BLACK. 

K. at K. B. fourth square K. at K. B. third square 

.Kt. at Q. B. third square ^ B. at Q. Kt. third square 



I* 



* 
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V? 



p. at Q. Kt» fourfU ct^are P* at Q. R. Meond M^aatc 

P. at adv. K, R. fourth s^aace P. at Q. H. second si^uare 

WHITE TO MOVK.'' ^ 

1. Kt. to adv. Q. 4th sq. & checks 1. K. to K. Kt. second square 
' 2. Kt. takes B. 2, Q. R. P. or Q. B. P. takes Kt. 

^ 3. Q. Kt. P. one square : this is the move which decides the g;ame 
in your favour, as you thereby prevent the advance of his 
Pawns 

3. K. to K. R. third square 

4. K. to K. Kt. fourth square 4. K. to K. R. second square 

5. K. to adv. K. Kt. fourth square 5. K. to K. Kt. second square 

6. K. R. P. checks 6. K. to K. R. second square 
. 7. K. to adv. K. R. fourth square 7. K. to K. R. square 

8. K. to adv. K. Kt. third square 8. K.'to K. Kt. square 

9. K. R. P. checks ' 9. K. to K. R. square 

10: K. to adv. K. R. third square 10. Is compelled to advance th^ 
Pawn,, which you take, and in two moves makings a Queen 
or Rook you checkmate. 






THIRD SITUATION. .. 

WJIITE. BLACK. ^ 

K. at K. R. second square * K. at K. B. second square 

JP. at adv. K. second.square P. at adv. K. R. third square 

/P. at adv. K. B* third square P. at adv. K. Kt. second square 

P. at Q. R. second square , P.^t Q. Kt. fourth square 

P. at Q. Kt. second square 



i 



In tfaia situation^ as neither of the Kings <^n quit 
the Pawns on the^. King's side, the game wJU depend 
entirely on the manner of playing the Pawns on the 
Queen's side : whether you have the move or not you 
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CHAPTER XXI. 

Two united age^in^t tjoo separated Pawns* 



/« "P'fl" 



1 



FIRST SITUATION. -4;^ 

K. Kt *Pawn and Q. R. Pawn. and 

<iiR.P.atthiir wiuafffs Q. B«rP. at tbeir iquares 

* 

In tbb situation the muted Pawns will win whether 
they have tbe laiqve or not ; for ^xanople : suppose • < 
joubfi^ ^ :^* 

1. Q. Kt. P. two squari^. If you bad played this Pawn only one 

s^are, yoii would lose : see (A.) 

1. Q. B. P. one square ♦ 

2. Q. R. P. two squares : ycru mig^bt also play it one square 

2. Q. R. P. one square -* 
El Q. R. P. one square 3. Afnst adyanoe Q. B. P. one sq. '^ 

'.' which you take, &o. 

(A.) » 

m 

1. Q. Kt. P. one square 1. Q. B. P» two squares 

2. Q. R. P. one square^ If you advance it two squares, Black'wiU 

do the same , 2* Q. R* P. one square 

• 3. Q. R* P. one square 3. Q;* R. P* one square 

. 4* As jm are forced to adrance ^. Kt. P. you of course lose. 



« 
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The reason o£ jourloBing the game 'by adranctog 
Q. Ktt. PawD'one squareonly, is this. After he has 
played his Q. B. P. two'sqaared'yoti each I'eiiiam with 
a Rook's Pawn unmoved ; the position is therefore 
rectuced to tvro Pawns on the sanae perpendicular 
line not passed, secf page 90, whera I bMre «h«wn you 
that the last player can frequently win the game, from 
the power' he has of gaining the rftov^ by advancing 
his Pawn one or two sqtrares ; in the present instance, 
your adversary is last player, he can therefore gain the 
move on you and^ force you to lose the game ; if his 
Pawn had iilFeady hemk-moyed you would win from 
the circomstanee #f your Pawn being able to move 
one or two squared. But perhaps, you will ask, how 
is it that the White wins by playing Q. Kt. P. two^' 
squares ? for aft^the Black has played Q. B. P. one 
gquare, Hie Rook's Pawns remain in the same ritoaticMti 
as before, an4 White is to play : tile reason is obrioUs : 
the black Pawn has not indeed moved, but he has no 
longer the power of moving it- two squares Without 
putting it en prise of your Q. Kt. Pawn, he can there- 
fore no longer gain the move as before. 



/ * 



SECOND SITUATION. 

BLACK. WHITJB 

■> » « 

In this situation the first player will lose ; it is how- 
ever by no mpaos easy for the second player win. 



« 
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Sappose thB White to begin. 

1. Q; B. P. two sqQarei or (A.) (fi.) 1 Q. R. P. two squares. 

Had he played this Pawn one square only, or Q. P. <^e square 
he would not have won (see D.) T^-. 

2. If Q. B. P. one sq. Black plays 2. Q. R. P. one square 
If Q. Kt. P. one sqasre Q. B. P. one square. 

The white is now compelled to play one of the 
Pawns enprise. Black of course takes it and wins. 

(A.) 

1. Q. B. P. one square 1. Q. R. P. one square : no other 

nufve would win 

2. If Q. B. T. one square^ Black will play Q. R. P. one square, and 

the position will be as before, therefore 
' Q. Kt. P. one square, or (C.) 2, Q. P. one square : this is the 

only move to win 

3. If Q. B. P. one sq. Black plays 3. Q. R. P. one^uare 
If Q. Kt P. qpe square Q. P. one square 

it 

Thus compelling the White to put one of the Pawns 
en prise* 

(B\) 

^1. Q.Kt. P. two squares 1. Q. P. two 4|uares ' 

2. If Q. Kt. P. one square,J}la^2. Q. P. one square 
plays 
If Q. B. P. one square ■ " Q. R. P. one square 

Black of course wins, ^ v 

« 

(C.) 
^. Q« flt* P« twosqaares 2. Q. Ft two sqoaras and wins 



■ « 
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(D.) 

}. Q. B. P. two squares 1. Q. P. on«k square 

t. Q. Kt. P. two squares 2. Q. R. P. onesquaire 

3. Q; B. P. one square 3. P. takes P. 

4. P.fflu:es P. 4. Q. R. P. one square 

5. Pawn one square becomes a Queen in two moves, and takes the 

black Pawn if it advance to Queen. 

If the black play first, the method of winning for the 
W}iite is the same ; that is, when the Black plajs his 
Q. Pawn, you play your Q. Kt. P. when he plays his Q. 
R. Pawn, you play yourQ.^B. P. and always the same 
number of squares ; anylafiher way of playing either 
draws or lose& the game : this you may practise by 
yourself, observing that the game is supposed to be 
drawn if each player make a Queen. 



10 
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CHAPTER XXIL 

J}wo united Pawns against two united Pawnff* 



FIRST SITUATION. 

WHITS. BLACK. 

Q. R. P. at its fourth square Q. R. P. at its third square 
Q. Kt. P. its fourth square Q. Kt. P. at its third square 

In similar situations the last player has an advan- 
tage, because he can either force his. adversary to 
move some other piece, or after the exchange of 
Pawns he will have the move ; for suppose the Black 
to move and that he can play nothing but the Pawns 
without losing the game, you will certainly win, for 
whichever Pawn he plays, you move the one he at- 
tacks, and prevent his moving the other ; but suppose 
it suited you to remain with the move after the Pawns 
are*.bIocked, you should take his Pawn instead of 
advancing your own/ The following situation will 
show this more clearly. 



SECOiro SITUATION. 



WHITE. BIACK. 

IC. at adv. K. R. third square K. at K. Kt. square 

• P. at adv. K. Kt. second square ft. R. P. at its third square 

Q. R* P.* at its fourth square Q. Kt. Pawn at its third square 
Q. Kt. Pawn its fourth square 



\' 
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In this sittlation your object should be to force bis 
King to move, that you may be able to play your King 
to adv. K. R. second square, and then advance K. Kt. 
P. tjiOueen ; this you can efiect whether you begin or 
not. Suppose the Black begin. 

1. Q. R. P. or Q. Kt. P. one sq. 1. Ought not to take the Pawn, 
K\> but should advance the attacked Fawn. 

2. Black is now compelled to move King to K. BT second square : 
yon play your King to adv. K. R. second square, and then 

"**^ advance K. Kt. P. &c. 



Suppose the White bj^n 

1. K. to adv. K. Kt. third sq. ' 1. Q. Kt. P. one square 
% Must not play Q R. P. to aJv. Q. R. fourth square, because 
Black would be stalemated, therefore 
P. takes P. 2. P. takes P. or (A.) 

3. K. to adv. K. B. third sq. 3. Is compelled to play K. to K. 

R. second square 

4. K. to adv. K. B. second square, and then K. Kt. P. one sq., &c. 

(A.) 

2. Q. R. P. one square 

3. Must not ta^e Q. R. P. you should play 

P. to adv. Q. Kt. third sq. 3. P. takes P. or plays one square 

4. P. to adv. Q. Kt. second sq. 4. P. one square 

5. P. becomes a Queen or Rook and checkmates 



*.. . THIRD SITUATION. 

WHITS. BI.ACI:. 

Q.' Kt. P.* \ "^^ *^®^'' ^^^^ ^^ % Kt. P. \ ** ***•" ^""^ ^*1 



nt. 
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< In situations similar to the above, where neither 
party has any thing to play besides the Pawns withoat 
losing, he who moves first will lose ;.for example : sup- 
pose Black to play Q. Kt. Pavm, White sbouj4«also 
play Q. Kt. Pawn, and Bl^ck having nothing better to 
play than Q. R. Pawn must of course lose ; had he 
begun with Q. R. Pawn, White should do the same. 



FOURTH SITUATION. 

WHITX. BLACK. 



iqttare 



In this situation yon will win whether yon play first 
or not, supposing tW your adversary has nothing bet- 
ter to play than the Pawns ; this arises jfrom your being 
able to pay both your Pawns either one or two squares, 
whereas only one of his has that privilege ; were one of 
yojur Pawns at its third square, you could not gain 
unless you were last player. 



FIFTH SITUATION. 

* 

WHITB. BLACK. 

In this situation the first player will lose if he have 
nothing better to play than the Pawns, and for the 






\ 






1 
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same reasoti as . before^ for the moment Black has 
played one of his Pawifs, you will have two Pawns that 
can be played one or two squares, and he only one ; all 
you have to observe is to play your Pawns precisely 
as he does^his. 



SIXTH ^SITUATION. * 

WHITE. BLACK. 

Q. R. Pawn } . .u - , Q* Kt. Pawn ) * .. . 

Q.Kt. Pawn \ ** ^^^^ «^^^^«' Q. B. Pawn J ** ^"^ »^«»^*^- 

In this position the first player will lose ; for ex- 
ample : suppose the Black begin V 

1. Q. B. p. two squares^ or (A.) 1. Q. R. P. two squares 

% If he play Q. B. P. one square, jou play Q. R. P. one sq. but if 

. Q. Kt. P. one square 2. Q. Kt. P. one square 

3. Must lose 

(A.) 

1. Q. Kt. P. one square 1. ^. Kt. P. one square 

2. Q. 6. p. one square 2, Q. R. P. one square 

3. If Q. Kt. P. one square you do the same ; but if Q. B. P. one 
square you move Q^ R. F. one square, &c. 



fc 



■ All you have to observe is to play your Q. Kt. P. at 
he plays his and your Q. R. P. in the same manner as 
he plays his Q.,B. Pawn. If you begin, he most play 
in the same manner or he cannot win. 
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CHAPTER XXIII. 



7\f united Pawns against three united Pawns. ' 

The three Pawns will win, if properly jplayed, ex- 
cept in a position like the following : 

WHITS . BLACIK. ' 

Q. Kt. P. > , ... .^. Q. R. Pawn } 

Q. B. P. J *^ ^'"^ '^'- Q. Kt. Pawn J at their third sqs. 

Q. B. Pawn ) 

Suppose Black to play Q. Kt. Pawn, he cannot win, 
because you would play Q. Kt* Pawn two squares, 
which would prevent the advance of his Pawns, and if 
he had nothing to play but the Pawns, he would lose. 



•* If a 
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CHAPTER XXIV. 

We shall now proceed to examine situations iu 
which pne party has two or more Pawns against a 
Piece, supposing frequently the Kings, from one of the 
before-mentioned causes, unable to move to advantage. 

It will not be necessary to give an example of one 
Pawn against a Piece, because unless it be consider- 
ably advanced, it can s^a^s be stopped or taken. It 
will, however, be useful to instruct you how to know 
whether your King, when at some distance, can pre- 
vent a Pawn from becoming a Queen, without count- 
ing every square with the fingers as some players do. 

The rule is, that when your king is in the quadran- 
gle fanned by the square on which the Pawn stands, 
and the square where it will become a Queen, he will 
stop the Pawn, whether he have the first move or not ; ' 
for example : 



FIRST SITUATION. • 

WHITX. BLACK. 

• • • ■ 

K. at adv. IC. B. fourth square P. at Q. Kt. fourth square 

* ■ 

■ 

Here ,the four comers of the quadrangle formed by 
Pawn and the square where it will become a Queeo, 
are Black Q. Kt. fourth square, K.^B, fourth square, ' ' 
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and White Q. Kt. squarcj^ and K. B. 'square, the 
White King on adr. K. B. fourth square is evidently 
in the quadrangle, and can therefore stop the Pawn, 
or take it if it become a Queeuj whether he have the i 
first move or not. • ] 

If the white King were at his Knight's third square, ' 
that is, beyond the quadrangle, he wili not be able to ^ 
stop the Pawn unless he plaj first, and it is indilSereUt ! J 
whether he move the King to K. B. second, third,-, or * ^ 
fourth square, as all those squares are in the quadran- ] 
gle. 






f 
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SECOND SITUATION. 

WHITE. BLACK. . 

K. at K. R. square . P. at Q. Kt. second square. 

] 

In this position, though the King is in the quadran- i 
gle formed by the Pawn and White Q. Kt. square, yet 1 
he will not stop the Pawn unless he h^ve the move : { 
this is solely owing to the Pawn being able to move 
two squares at first ; for if the Black begin, he will 
move to Q. Kt. fourth square, and White will be two 
moves beyond the square, and therefore cannoir'^re- < 
vent the Pawn from winning. ' '*^ ' -i 

It how.ever often happens that your own pieces or -* 
your adversary's prevent your King from moving the 
shortest w«y 5 for example : 



* 
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THIRD STTUATIQN; 



WHITE. 



BLACK. 



K. at Q. Kt. fourth square K. at K. B. square' 
Kt. at adv. Q. R. second sq. ' B. at K. fourth square 
P. at adv. Q. B. third sq. P. at adr. K. third square 

In this situation, his Bishop prevents your King 
from moving to Q. B. third square, so as to be in the 
quadrangle ; therefore if you had no Pawn you could 
not prevent his Pawn from becoming a Queen, but 
having a Pawn at adv. Q. B. third square, you will 
draw the game by sacrificing'it ; you should therefore 
play 

1. Q. B. P. one square 1. Must t«ke it with the Bishop 

to prevent its becoming a Queen 

2. K. to Q. B. third square 2. If he advance the Pawn, you 

will gain it by playing to Q. second square, and if 

B. to Q. Et. third square 

3. Kt. to adv. Q. Kt. fourth sq, 3. K. to his second square . 

4. K. to Q. third sqw^f <^d afterwards moves Kt. to Q. B. third 
sq. or Q. fourth square, and then attacks the Pawn with it, &c. 

In the following situation, though very similar to the 
.former, the Black will win by a scientific move. 



FOURTH SITUATION. 

WHITX. ' BLACK* 



K. at Q. K{. fourth square 
Kt. at adv. K. R. third square 
P. at adv. Q. B. third square 



K. at K. B. square 

B. at K. four1% square ' 

P. at adv. K. Uiird square 
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WHITXTO MOYX. 



\ * 



1. p. one square 1. B. takes P. 

2. K. to Q. B. third square 2. B. to adr. K. B. fourth square 

3. Kt. remoyes 3* P. one square uid afterwards 

becomes a Queea 

You observe that by advancing the Pawn, hk Bi* 
shop prevents your moving to your Q. second square : 
the only move you had in the former situation to stop 
the Pawn. This arose from the peculiar situation of 
your Knight, for had it been on almost any other 
square you would not h%ve lost* It is scarcely neces- 
sary to add, that if you had allowed him to take the 
Knight with the Bishop, he would easily have won. 



* a 
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CHAPTER XXV. 

Two unitefJ Pawns against a Knight. 

It is evident that in order to prevent the Pawns 
from advancing to Queen, it is necessary that the 
Knight either stop their progress or capture them ; 
but if he take one of them, it |pust be in each a posi- 
tion that the other cannot escape him : hence it fol- 
lows that the two Pawns arrived at their seventh 
squares inevitably win ; forexampla: • 

FIRST SITUATION. 



K. B. P. at adv. K. B. second iq. Kt. it Q. thirdiquare 
. K.I^t. P. atadv. K-ftt.secandaq. * 

that the Knight can do nothing better 
, B. P. and it is equally so that White will 
other Pawn to Queen. 
IB will also win against the Knight if they 
. . inced as &r as their si^th stjjferes, and 

have the move ; for example ■. 
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. SECOND SITUATION. 



"WHITK. 



BZiACK. 



' * 



K. B. P. at adv. K, B. thffd sq. Kt. at Q. fourth iquare 
K. Kt. P. at adv. K. Kt. thinfl sq. 

White should play the Pawn that is attacl^d, for if 
be were to play the other Pawn, the Knight would take 
the Bishop^s Pawn and stop the other. Jf the Kni^t 
were at King's fourth square, White ou^ to play K, 
Kt. P. first. If neither of the Pawns were attacked, 
White would win, though Black had the move ; for^as 
Black cannot attack %em both, he cannot do better 
than attack one of them, but we have seen that White 
wins although one Pawn is attacked. 

If' you have ithe Pawns, you should endeavour to 
advance them to their pixth squares, before they are 
attacked ; if you have the Krlight, you should endea- 
vour to attack both the Pawns, or a Pawn and one or 
two of the squares before them. I shall now give you 
a few situations, and shew you the proper play on 
both sides. 



THIRD SITUATION. 



WHITX. 

» 



SLACK. 

Kt. at adv. K. R. square King'i Pawn and 

V Queen's P. at their fourth sq. 



■» ■ .• 



WBITKTOMOTX. 

Id this sitaatioa the Knight will stop or take the 
Pawns ; the Kni^t would also win if it were on any 
other square, as the Pawns are so little advanced. 

1. Et. hhmdr. E. Kt. third >q. 1. K. P. one sqaue 
i. Ki. to K. B. fbarth square S. Q. P. one Bqnue 

3. Kt. to K. Kt. secand tqunre : if jon had moved to K. Kcond 

gqaue. Black would have won. (see A.) 

3. K. P. one aquare or (B.) 

4. Kt. to K. nqaare 4. K. P. one iqDue 

3. Kt. to Q. third square : aoj other move would loie the game 

5. Mnit evidentlj loie botb 
Pawns if be have Dotl^ing better lo plaj. 

(A.) 

3. Kt.toK. second square 3. Q, P. oneiqilBre 

4. Kt to Q. B. third aquare : thig a thn oalj more that prevents 

the Q. P. from advancing in two morei to Qoeen. 

4. If he were to play Q. P. one 
square yon would itop the Pawm bj playing Kt. to Q. aqaare and 
Ihui to K. ttiird Kjuare, therefore he plaji 

K. P. one iquare ; the two Pawns 
having reached their sizfii iquarei without being attacked will 
win, aa bM been already remarked. 

(B.) 

3. q. P. one aquwe 
4 Kt. to E. third aquare 4. Q. P. one gquaro 

■£kl to Q. square, &c. 

White can also win the Pawns by a difierent 
method of play : place the Pieces as before and play 



lit 

Kt. to adr. K. B. teoodfl «4. 1. K. P« one tqawrt 

2. Kt to adr. K. fourth iq. 2. If ho adTuioe K. Pawn you 

ahould pUy Kt. to K. B. third squaro, or to I), third squaro and 
thmi to K. iqQare at beforo, tharofbro 

Q. P. one square 

3. Kt. to Q. B. fourth square 3. If he plaj Q. P.Doe square you 

should play Kt. to K. third square and then to Q. square, &c. 
and if ^ 

K. P. one square 

4. Kt. to Q. Kt. second square or 4. K. P. one square 

to adv. K. fourth square 

5. Kt. to Q. third square, &c. 



FOURTH SITUATION. 

WHITS. BLACK. 

Kt. at Q. square K. Pawn at its fourth square 

Q. Pawn at its fourth square 

Suppose White begins : 

1. Kt to Q. B. third square 1. Q. P. one squaae 

2. Kt. to K. fourth square and then to J^. second square, &c. 

Suppose Black begins : 

% - % 

1. K. P. one square or (di)» 

1. Kt. to Q. B. third square 2. K. P. one square 

2. Must not take Q. P. because Black would win, therefore ^ 

Kt. to K. second square and then to Q. fourth square, &<^. 

(C.) 

1. ^. p. one square 

1. Kt. to K. B. second square 3. Q. P. one square 

2. Kt. to K. fourth square and then to Q. second square, kc. 



.^J 
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FIFTH SITUATION. 

WMITK* BLACK. 

Knight at ftdr. Q. R. iqtiire K. P. at 9Af. K. fvorth square 

Q. P. at adv. Q. Ibiiftb square 

When the Pawns are thus far adranced, the Knight 
sometimes loses from being too far off, and some- 
times from being too near ; for example : If the 
Knight be placed on any square of the line, between 
Black King's Rook's and Queen's Rook's squares, 
or on adv. K.' R* second square, or Q* R. second 
square, joo would lose, because the Knight would 
be too far distant to stop the Pawns. If the Knight 
be at K. Bishop's square, or Q. Bishop's square, you 
will also lose, because tbe^Knight is too near; on any 
other aquare you would win. Suppose then that your 
Knight is at adv. Q. R. square and that you have the 
move. 

1. Kt. to ad^. Q. Kt. third square 1. K. P. one square: had he 
played Q. P. one square he would not have won : (see A.) 

% It matters|^ot whitherthe Kt noyei. Black will adranoe K» P. 
in two moves to Queen. 

^ i- (A.) 

t. Q. P. one square 
Et. to Q. B. fourth square 2. Q. P. one square 

Kt. takes Q. P. 3. K. P. one square 

4. Kt to K. B. third square and then to K.^square, kc 



«l^ 



Suppose the Knigbt at K. Bishop's square and 
White to begin. 



M 



• • 



* 



120 

1. Ct to Q. second sq. (B.) (C.) 1. K. P. one sqaare 

2. If JOQ move to K. B. iqaare, or to Q. B. foorth square, Bhck 

win advance K. P. to Qaeen, and if you play to any other 
sqaare, he plays Q. P. one equare, and the Pawns are in a 
winmog position, as before observed. 

(B.) 

1 . K t to iC R. second square 1 . If be played Q. P. one square 

he would lose by your playing; Kt to K. B. square, &c. 
therefore 

K« P. one square 

2. If you play Kt. to K. B. square or to K. Kt. fourth square, he 

will advance K. P. but if you play Kt. to K. B. third 
square, he must play Q. P. one square, &c 

(C.) 

1. Kt. to K. Kt. third square 1. K. P. one square 

S. If ybu play Kt. to K. second sqimre, he will advanoe Q. Pawn, 

and if you move it to any other square, he will jgiaj K. 

Pawn and win. 

It will I think be needless to shew you how to win, 
if your Knight be favorably placed ; you in«y practice 
the method by yourself. I haye as usual supposed 
that neither party had any thing else to pjay, but the 
Knight or the Pawns ; if however Black could have 
played his King, though not to the asslstalace ofcihii^' > 
Pawns, the Knight could never have won then^^e 
utmost he could do, would be to stop them. / jOit . 
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CHAPTER XXVI. 

7%90 separated Pawns against a Knight* 

It there be more than one file between the two 
Pawns, and they be already rather far advanced, the 
Knight will not be able to stop them ; for example : 



FIRST SITUATION. 



*: 



WHITX. 



« 



BLACK. 

Knig^ht at Q. second square 



K. Pawn at K. fourth square naig 
Q. Kt. P. at adv. Q. Kt. fourth square 

If yon were to move and you had nothing to play 
but the Pawns, it is evident you would lose them, 
therefore, in situations where the Knight can move to 

ick the two squares immediately before the Pawns 
ill win, lihless tte fawns be far advanced. But 
sui^l^e Black to b^n you will win ; for example : 




1. Kt. to Q. Kt third square 

2. Kt. to ^ fourth square 

3. Kt. to K. second square 

4. Kt. to <{. S. M4 square 



n 



« 



WHITS. 

1. K. P. ^ne square 
2^ K. P. one square , 
3. Q. Kt. P. one square 
^ ^ Kt P. one square 
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5. Kt. to Q. Kt. squtre 5. K. P. adrtnces in two iribr«! 

*" to Queen. * ** 

rf • * 

If the two Pawns be separated by only one file, the 
Koight will be better able to stop or win them than if 
they were united ; if, however, they reach their se- 
venth squares unattacked, they will win whether they 
have the move or not ; if they have both reached their 
sixth squares, and one or both of them be attacked, 
they will also win if they have the move ; for example : 



SECOND /SITUATION. 

WHITS. BLACK. 

ft jf^ 

Q. Kt. P. at ady. Q. Kt second sq. Kt. at Q. B. third st^yare 
Q. Pawn at adv. Q. second square 

It is evident the Pawns will win, whether they begiB 
or not. 



TfflRD SITU4ir*)N. 

WHITfi. BLACK. * ^ 

Q. Kt P* at adv. Q. Kt. third sq. Kt. at K. B. second square, or at 
Q. P. at adv. Q. third square Q. B. square 

The Pawns will win if they have the move $ if the 
Knight be ^t K. B* second square. White must play 



,0 
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-Q, Kt. Pawn, and not Q. Pawn 5 if the Knight were 
\4 y* jJtQ. B. square, White may play either of the Pawnf. > 



FOURTH SITUATION. 

WHITB. BLACK. 

Q. Kt. P. at its fourth square ^ Kt. at K. R. second square 
Q. P. at its fourth square 

It is indifferent which b^ns, Black will easily stop 
the Pawns ; for example : 

1. Q. Kt. P. one square 1. Kt. to K. B« square 

2. Q. Kt. P. one square 2. Kt. to Q. second square 

3. Q. Kt. P. one square 3. Kt. to Q. Kt. square, then to 

Q. second square, and baclc to Q. Kt. square, &c. 



t • p « 
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CHAPTER XXVn. 

Tho united Pawns against a Bishop. 

If the tf^o Pawns have reached their sixth or 
seventh squares, and neither of them attacked, they 
will win ; in almost all other cases the Bishop will stop 
or win them. 



FIRST SITUATION. 

WXITX, BLACK. 

^ B. at adv. K. B. second square P. at adv. Q. third square 

P. at adT. K. foarth square 

If the black were to play he would win, because, by 
^ . playing K« P. one square, both Pawns will have reach 
ed their sixth squares, without being attacked ; for ex- 
ample : 

> "t 1 

BtACK. WHITS. ^ 

1. K. P. one square 1.' B. to adr. K. Kt. third square 

or to anj other iquare 

2. If he were to plaj Q. Pawn one square, 70U would stop the 

Pawns bj playing the Bishop to adr. K. R. fourth square» but 
if he play K. P. one square, jou cannot prevent it from be- 
comini;^ Queen 



1 
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^^f"" .Bat suppose White to begin ; 






^ 1. B. to ady. K. Kt. third sqaare- 1. Q. P. one sqoare 

?-. B. to adr. K. R. fourth square, and continuing^ on the diag^onal 
line, between ^.square and adv. K. R. fourth square, pre- 
rents the adyence of the Pawns. 



SECOND SITUATION. 

WHITE. BLACK. 

Bishop at Q. square P. at ady. K. fourth square 

P. at ady. Q. fourth square 

If Black begin, the Pawns will win by playing first 
Q. Pawn and then K. Pawn, having both the Pawns 
at their sixth squares unattacked ; but if White begin 
the Bishop will stop the Pawns ; for example : 

1. B. to Q. Kt. third sq. or (A.) 1. Q. P. one square 

2. B. to Q. B. fourth square 2. Q. P. one square 

3. B. to K. second square 3. K. P. one square ^ 

4. B. to Q. square, &c. 

(A.) 

1. B^tb K. second square 1. if he play K. P. one square, jon 

. should continue on the diagonal between K. B. square, and ady.. 
Q. R. third square, therefore 

Q. P. one square 

2. B. to K. B. square ; had jou played the Bishop to any other 

square. Black would haye won 

S. Q. P. one square 
% B. to K, second square, tha to Q. square, Sec. 



t 
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You observe it is by ibreing him to move ^ P,Jm<^ 
your Q. second square, and then taking the commanV^ 
of the diagonal line between your Q. square and adv. ' 
K. R. fourth square, that your Biiju^ is aUe to stop 
the Pawns* You mi^t alto play in the following 
manner, batjlftl on the same principle. 

1. B. to Q. m!«eoond squara !• Q« P. one iqiiftre 

2. B. to Q. Kt. square ; you would have loit had you played any 

other more. 

3. Q. P. one square 

3. B. to Q. B. second square 3. K. P* one square 
4« B. to ^, squaroi &c 



M 
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CHAPTER XXVIII. 



Two separated Pawns against a Bishop. 



jt 'i imfci 



FIRST SITUATION. 



WHXTJB. 

BJuhop at Q. sqaare . 



BLACK. 



Q. Kt P. at its fourth square 
K. P. at its fourth square 



If Black begin, the Pawns will win ; for example : 



1. K> P. one square 

2. Q. Kt P. one square 

3. K. P. one square 

4. Q. Kt P. one square 

5. Q. Kt P.onesqwre 

6. K. P. one square 



1. B. to K. second square 
S. B. to Q. B. fourtii square 

3. B. to Q. fourth square 

4. B. to Q. B. fourth square 

5. B. to Q. third square 

6. B. takes K. P. 



7. Q. Kt. P. becomes a Queen, &e* 

If, however, White begin, the Bishop will be able 
to stop the Pawns ; for example : 

1. B. to Q. B. secondsquare X. Q. Kt. P. one square 

2. B. to Q. Kt square 2. Q. Kt P. one square 

3. B. to Q. third square 3. Q. Kt. P. one square 

4. B. to K. fourth square, &c. 



9 ' * 
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It 18 evident that if Black have notbiog to j^ay. 
his Pawns he mast lose them. Observe that the Bishd 
is able to stop the Pawns only by taking possession 
of the diagonal line which runs from White Q. Kt. 
square to Black K. R. second square, but when the 
Black began, it was of no use to the White to take 
possession of that diagonal, because Black on tlie se- 
cond move passes it with his King's Pawn. The fol- 
lowing rule will teach you to a^ertain if you can stop 
two separated Pawns with a Bishop. Observe, if by 
placing your Bishop on any square before either of the 
Pawns (on the same perpendicular line) whether the 
diagonal it commands towards the other Pawn has 
been already passed by that Pawn ; if it have not, it 
is evident that the Bishop by remaining on that dia- 
gonal, will stop the Pawns : if it have, you must seek 
another diagonal line over which the two Pawns must 
pass ; if ttiere be no other, you cannot stop them ; if 
there be and you can gain possession of it, the Pawns 
cannot advance ; for example : ' 






SECOND SITUATION. 

WHITE. BLACK. 

B. at Q. B. square K. Pawn at its fourth square 

Q. Kt. Pawn at its fourth squar^ 

In this position suppose it were your move, it would 
evidently be of no use your taking possession of the 



1. 
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Jr^lfliagonal line between your K« Kt« square and Black 
Q. R. second square, by playing Bishop to K. third 
square, because the Q. Kt* Pawn has already passed 
a ; you must therefore look' for some other beyond 
which the Pawns have not passed* If you move your 
Bishop to Q. Kt. second square, the diagonal line 
it then commands will be of no use to you, because 
Black will pass it by playing K. P. one square ; you 
ought to play your Bishop to Q. second square, and 
remain on the line between your King's square and 
your adv. Q. R. fourth square, and the Pawns will 
not be able to pass that line. If the Black had the 
move one of the Pawns^ would become a Queen, by 
his playing Q. Kt. Pawn one square, for it would be 
of no use to play your Bishop to King's third square, 
as the Q. Kt. P. has already passed the line the 
Bishop commands ; if you play Bishop to Q. second 
square. Black will advance Q. Kt. P. ; if you play 
Bishop to Q. Kt. second square he will advance 
K. P. equally ^passing the line your Bishop com- 
mands. 



THIRD SITUATIOir; 



WHITS. BLACK. 

Bishop at Q. second square K. P. at its square 

Q. Kt. P. at its square 
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Id this situation you have the choice of two lines to ■j^ 
stop the Pawns, viz. by remaining with the Bishop on ^ 
the diagonal between your King^s square and your ad- 
versary's Q. R. fourth square, or by playing the Bishop 
to Q. B. third square and remaining on the great 
diagonal between your Q. R. square and adv. 
K. R* square** It may however sometimes happen 
that though the Bishop be unable to take the com- 
mand of one line over which both the Pawns must 
pass, it can nevertheless stop the Pawns ; for exam- 
ple: 



FOURTH SITUATION. 

WHITE. BLACK. 

B. at adv. K. R. fourth square Q. R. P. at its third square 

K. R. P. at its third square 

In this situation, White will stop the Pawns whe> 
ther he have the move or not ; for example : 

1. B. to K. B. thiitisqaare 1. Q. R. P. one square 

2. B. to Q. square ft. Must lose one of the Pawns 

immediately, and afterwards the other. 



*Ton hare ako the eonimaiid of the diagonal between yomr K. Kt. 
iqjuure and adr. Q. R« second square hj playing B. to K. third 8qa«i«. 
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* V- „ 

^ ^ j|^ Had the White on the first move played the Bishop 
o Q. square, the Pawns would have won.* 




* The Wliite on tlie fint more, might f afely pUj hit B. to <^ t^pare ; 
thjD game would then be played thus : 

WHITS. BI.A.CK. 

B. to Q. square Q. R.T. one square 

B. to Q. R. fourth square K. R. P. one square 
B. to adv. K. square K. R. P. one square 

B. to adr. Q. second square and wins both Pawits. 
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CHAPTER XXIX. 

Two united Patms against a Rook, 

The Rook will win the Pawns except in the follow- 
ing cases : if they have reached their seventh squares^ 
the Pawns will win ; if they be at their sixth squares 
and neither of them attacked bf the Rook, they will 
win, whether they have the iBQve'*or not ; when they 
are at their sixth squares, if the Rook attacks one of 
them they will nevertheless win if they have the move, 
hence it fcdlows, that if one Pawn be &t its seventh 
square, and the other at its sixth, the Pawns will win 
whether they begin or not. 



FIRST SITUATION, j 

WSITB. BLACK. 

Rook at adv. K. Kt. square P. at adv. Q. Kt. third square 

P. at adr. Q. B. third square 

■'* WHtTK TO MOVX. 

1. R. Co adr. Q. B. square 1. Q. Kt P. one square 

2. R. toady. Q. Kt. square 2. Q. B. P. one square 

3. R. takes P. 3. Q. B. P. becomes a Queen, Ire. 
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SECOND SITUATION. 



WHITS. 

A. at adv. K. Kt. Bqaare 



BLACK. 



P. at adv. Q. Kt. fourth square 
P. at adT. Q. B. third square 

If Black begin he will win by advancing Q. Et. P. 
but if White play first, the Rook will win the Pawns ; 
for example : 

1. Rook to adr. Q. B. square : had it been moved to ady* Q. Kt. 

square. Black would hare won, (see A.) 

1. Q. Kt P. one square 

2. Rook takes Pawn * 2. Q. Kt P. one square 

3. R. to Q. Kt third square and wins the Pawn. 



1. R. to adv. Q. Kt. square 
S. R. t«'«dT. Q. B. square 

3. R. to Q. B. third square 

4. R.takesQ.B. P. 



(A.) 

1. Q. B. P. onesquat^e 

2. Q. Kt p. one square • 

3. Q. Kt. P. one square 

4w Q. Kt P. becomes a Queen. 



12* 



/ 



134 *■ 



I 



•« 1. 



CHAPTER XXX. 

Two separated Pawns against a Rook. 

The Rook will generally be able to win or atop the 
Pawns : if however the Pawns be far advanced thej 
will sometimes win ; £Mr example : 



FIRST SITUATION. 

WHITE. BLACK. 

Rook at adv. Q. B. square Q. R. P. at adv. Q. R. tbi»l sq. 

Q. B. P. at adv. Q. B. third sq. 

If White begin, the Rook will evidently win the 
Pawns : if the Black move first, the Pawns will win : 
forezample : 

t. Qw R. P. ona square 1. R. to adv. Q. R. square 

S. Q. B. P. one square 2. R. takes Q. R. P. 

3r Q^ B. P. becomes a Queen, &c. 



SECOND SITUATION. 

WHITX< BLACK. 

Rook at adv. K. R. square Q. R. P. at adv. Q. R. Jtrd sq. 

Q. B. P. at adv. Q. B. third sq. 



- - - ^^^«—»!^— '»»^— ^i^-^- -^^.^ 3lMt^m^l^^^ 
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B!' In thk situation it is immaterial which begins : thci 

* Rook will be able to stop the Pawns. Suppose the 
White move first, it is evident, that playing the Rook 
to K. R. second square the Pawns cannot advanced. - 
but suppose the Black to begin. 

1. Q. R. P. one square 1. R. to E. R. square 

2. Q. B. P. one square S. R. to Q. B. square 

3. If the Black have nothing to play but the Pawns, he must of 

course lose them, but if he have any other piece to play, the 
Rook cannot take one of the Pawns without allowing the 
other to become a Queen, so that the two Pawns effectually 
confine the Rook to the horizontal line he is on. 

If the White (having the move) had played the 
Rook to adv. K. square> he would also have been able 
to stop the Pawns, by playing on the second move 
the Rook to King's square ; but if the Rook be played 
on the first move to adv. Q. square,* the Pawns will 
win \ for example : 

1. R. to adF« Q, square 1. Q. B. Pr one square 

2. R. to adv. Q. B« square 2. Q. R. P. one square 

3. Cannot prevent one of the Pawns from becomings a Queen. 

The reason the White loses by playing the Rook to 
adv. Queea?^ square, is» because Black by advancing 
Q. B. P. prevents the Rook from playing to Queen's 
square, for if Black instead of playing Q. B. Pawn, 
had played Q« R. Pawn, White wotila have stopped 

the PawBs by playiiig Rook to Queen square. _ If 
White ott the first move bad played Rook to adv. Q. 
Kt. square, Black would bive won by advancing 
either of the Pawns. 

* Or to ad|^. Q. St. a^fBaw. 
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CHAPTER XXXI. 

Two Pawns against a Queen* 

The Qaeen will win the Pawns unless thej be very 
far adTanced, as in the following situations. 



FIRST SITUATION. 

WHITE. BLACK. 

Q. at K. Kt. square Q. Kt. P. at adr. Q. Kt. second sq. 

Q. R. P. at adv. Q. R. third sq. 

If Black have the move one of his Pawns will be- 
come a Queen by advancing Q. R. Pawn ; if White 
move first, he will stop the Pawns, by playing Q. to 
Q. Kt. square, and if Black have nothing to play but 
the Pawns he will lose them ; if however, Black can 
play any oth^r piece, White will not be able to take 
one of the Pawns without allowing the other to be- 
come a Queen. 



SECOND SITUATION. 

WHITS. BLACK. 

Q. at K. Kt square Q. R* P. at adr. Q. R. second sq^. 

Q. P. at adr. Q. second square 

In this situation White effectually stops the Pawns, 
but cannot take one of them without permitting the 
other to become a Queen* 



i 
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CHAPTER XXXII. 

Two united Pawns agminst the King, 

If the King can stop the most advanced Pawn, be 
can stop both; for example : 



SITUATION. 

WHITE. BLACK. 

King at K. Kt. fourth square Q. Kt. P. at its third square 

Q. B. P. at its fourth square 

You probably recollect the method of ascertaining 
ecientificaUy, whether your King can stop a single 
Pawn, which I explained to you page 1 1 1 ; his Q. B. 
Pawn is the farthest advanced, and as your King is in 
the quadrangle, you of course can stop the Pawn whe* 
ther you have the move or not. Suppose the Black 
begins. 

1. On B. P. one square 1. K. to K. B- fourth square 

2. Q. B. P. one square 2. K. to his third square 

3. Q. Kt P. one square 3. K. to Q. third square 

4. Q. Kt/ P. one square 4. K. to Q. B. second square 

and wins the Pawns if Black have nothing else to play ; but if 
Black can play any other piece the White cannot take the 
Pawns, because the moment he takes Q. Kt. P. he is out of 
the quadrangle, and the Q« B. P. will advance to Queen. 



i 
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Suppose one of the Pawns were at jour Q, B. se^- 
cond square, and the other at your Q* Kt« third square 
and your King at Q. B. square, the two Pawns effec- 
tually confine your King to your Q. B. square, Q. Kt. 
second square, or K. second square. 



r 
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CHAPTER XXXIII. 

T\oo separated Pawns against the King. 

The King will win both Pawns if the position be 
such) that after having taken one, he can overtake the 
other. 



FIRST SITUATION. 

WRITS. BLACK. 

King at adv. Q. fourth square Q. Kt. P. at its third square 

K. B. P. at adv. K. B. fourth sq. 

In this position as your King is out of the square 
of his K. B. P. you would lose, if you had not the 
move, but if you play first, you will win both Pawns ; 
for exannple : 

1. K. to his fourth square 1. Q. Kt. P. one square 

2. K. takes P. 2. P. one square 

3. It is not necessary to proceed, your King^ is only one move beyond 

the square* and Ml therefore overtake the Pawn. 

SECOND SITUATION. 

WHITB. BLACK. 

K, at H, second sqtlare Q. Kt. P. at its third squaf e 

K. B. P. at adv. K. 6. fourth ^. 



fcl. 
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In this situation, though veiy similar to the former 
and apparently as favourable for you, the Black will 
win, whether he move first or not ; for example : 

Suppose the White begins : 

1. K. to hia Moond sqomre 1. Q. Kt. P. one square 

2. K. to K. B. third square 2. Q. Kt P. one square 
2, K, takes P. 3^ Q. Kt. P. one square 

4f Being two moves beyond the square, you cannot ponibly over- 
take the Pawn. 

The reason that in this situation you lose the game, 
is, because his E. B. Pawn preventing your moving to 
your King's third square to attack his Pawn (for the 
King is never allowed to put himself into check) it 
takes you three moves to gain his K. B. Pawn, whereas 
in the former position you gained it in two moves. It 
will be very easy for the Black to win if he have the 
first move ; he has only to advance his Q. Kt. Pawn, 
and though you may take which Pawn you please, yet 
you cannot possibly overtake the other. But if he 
b^n with K. B. Pawn, you will win both Pawns *, for 
example : 

1. K. B. P. one square 1. K. to his third square 

2. Q. Kt P. one square 2. K. takes P. 

X Q. Kt P. one square 3. K. to his third square, and 

wiU overtake the Pawn. 



THIRD SITUATION. 

- WHTTK. SLACK. 

Q. K. P. at its third square ^ K. at Q. Kt. fourth squai^ 
Q. B. P. at its third square 



1 
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In this Bituatioi^ if die White have any thing to 
move besidei the Pawns, Black cannot take them ; all 
he can deisto stop them. It is evident that if the 
White had to move and could play nothing but the 
Pawna, he would lose them both. I shall now give 
you a position in which the White has a Kiog which 
he can move, though not towards the assistance of 
the Pawns placed as above, and as similar positions 
often occur, I shall shew you the proper moves for 
-both parties. 



FOURTH SITUATION. 



IC.at K.Kt. fourth < 
q. R.F. at iU third 
^ B. P. at its third 

1 ._ This situation 
Iher player can 
other to beoom) 
b*^in. 



hsqiMTe 
third square 
t. fourth Mjuore 

^ame, as nei- 
allowing the 
he White to 



.'K.toBdv.K. B.foarthiq. 1. K. to adv. (t- H- fourth aq. 
. Q. B. P. one square 9. Cannot take Q. R. F, because 

White would advaDce Q. B. P. and the Black King wonld b« 
iKo movoE beyond Ihegquare, therefore, 

K.to ^ R. fourth square 
!3 
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3. Hoit not Adranct Q. B. P. btfoanse BlCok would play K. to Q. 
Kt. foartb iquare and win both Pawns, therefore, 
K. to K. Kt. fourth square 3. Black ought now to play K. to 
adv. Q. R. fourth square, and White barings notfting better to 
mote than the King;, the same moves will be repeated, and the 
g;ame consequently drawn. But eappose Black to play on tlte 
third move : 

K. to Q. Kt. third square 

4. Must not more the King;, because Black, by playing K. to Q. 

B. fourth square, would win both tiie PawM, therefore, 
Q. R . P. one square 4. K. to Q* B. fourth square 

5. Q. R. P. one square 5. K. to Q. B. third square 

6. Must not move a Pawn for the reason above g;iven, but 

&. to adv. K. B. fourth square 6. K. to Q. B. fourth square, and 
as White must move the King, the same moves may be repeat- 
ed, and the game will still be drawn ; but Black will lose ifhe 
allow the White Pawns to advance to their sixth squares..- 
Suppose then, for example, that, instead of playing K. to Q. 
B. fourth square on the sixth move, Blaek plays as follows : 

K«. to Q. B. second square 

7. Q. B. P. one square 7. K. to Q. B. thicd square 

8. Q. R. P* one square 8. K. to Q. B* second square 

9. K. to K.Kt. fourth square 9. Can stiU draw the gaine by 
playing K. to Q. B. third square, i:c. but ifhe play any 
where else, he- will lose ; for example : ' ^- . 

K. to Q. Kt. square 

10. Q. B. P. one square 10* K. to Q. R. square, or to Q. 

R. second square 

11. Q. B. P. one square, and becomes a Queen the next move. It' 
Black on the tenth move had played K. to Q. B. square, or to 
Q. B. second square^ White would have advanced Q. R. P. 

* in two moves to Queen. 

Observe, that tlie two Pawns arrived at their sixth 
squares and aoattacked, always win, if you have any 
other piece that can be moTed, whether you have the 
move or not. The Pawns must be played in such a 
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manner that when the King attacks one of ^hem, the 
N oth^r may be able to advance, so as to be before the 
other at the distance of a Knight's move. 



FIlg^TH SITUATION. 

WaiTX. BtACK. 

K, at adv. K.B. fowthsqiitre K> at Q. B. Mcond aquare 

Q, Kt P. at adF. Q. Kt. fourth tq. K. Kt. P. at K. Kt. Moond square 

Q. P. at adv. Qr fourth square K. B. P. at K. B. third square 

In this situation if you have the move yoa will win, 

^ owing to your Pawns being so much further advanced 

than his,. which will enable you to move your King to 

the aasistance of } our Pawns, lapd to make a Queen 

before him ; fifr example : 

• 

1. K. t^ adv. K* third square 1. K. Kt. P. two tquaret 

2. Q. P. one square and checks 2» K. to Q. square 

^« Q. P. ode square ^ 3« K. Kt.P. one square 

^4. Q. Kt. P. one square 4. K. Kt. P. one square 

5.. You mig^ht play Q. Kt. P. one square* but it isihorter and more 
masterly to play ^ 

K. to adv. Q. third square 6. K. Kt. P. one square 

6. Q. Kt. P. one square 6. P. becomes a Q. 

7. P. becomes a Queen or Rook and checkmates 
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CHAPTER XXXIV. 

Three united Pawns against a Knight* 



«.♦ 



'The KDight must endeavour to gain one of the 
Pawns and then play according to the instructionft 
already given. If the Pawns have reached their fif]£^ 
squares, they will win, whether they have the move or 
not, provided the Knight does not attack one of them, 
in which case, they must have the move in order to 
win ; for example : 



SITUATION, 



WHITE. 



BLACK. 



Pawn at adv. Q. Kt. fourth sq. iCnig'ht at adv. Q. square 
Pawn at adv. Q- B> fourth sq. 
Pawn at adv. Q. fourth sq. 



^' 



BLACK TO HOVE. 



1. Kt* to ad\r. Q. B. third sq. 1. Q. P. becomes a Qu^n in three 

moves 

Suppose the Knight instead of being at adv. Qqteen's 
square, were at his own King's square ; and to pla/as 
follows : 

1. Kt. to Q. B. second square 1. Q. P. one sqpare ■ . 

2. Kt. to K. third square 2. Q. B< P. one square and hav- 

ing; two united Pawns at their sixth squares unattacked^ will 
win, as already explained. 



J 
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(5HAPTER XXXV. '^"^ 

* ■ 

Thru united Pawns against a Bishop* 

Ths Pamis will win if they reach their fifth squares -. 
without being attacked, whettier thej hare the move * 
or not, but if attacked, they must have the move 
in order to win* 



SITUATION. 

WHITS. BLACK. 

^ Pawn at Q. Kt. fourth sqiiare Bishop at K. Kt. fourth square 
Pawn atQ. B. fourth squara 
Pawn at Q. fourth square / 

BLACK.TO MOVE. 

i. B. to adv. Q. second square i ha<l>'"he played B. to K. B. third 
, square or to adv. K. third square, attackiujg; Q. P. he would "* 
have fftst. See (Af) 

* 1. Q. Kt. P. one square 
2 B. to adv. K. third square 2. If you play Q. Kt. P. one sq. 
he will take Q. P. and afterwards play B. to K. (surth square 
and stop* the Pawns. If you play Q. B. P. one square, he will 
take Q. P. and stop the Pawns as already explained, therefore 

Q. P. one square 
3. B..t(0 Q. B. fourth squiire gains one of the Pawns and can stop 
the others. * <,'■ 



1. B. to adv. K. thifd square 1. Q. P. one square 

2. 6.toadv.Q«secondsq.or(B.) 3. Q. Kt. P. one square 

13* 
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3. B. tp ady. Q. Kt.'feucth icLaare, to preyent jt^ ^. B^l^«m from 

reaching its filth square, without being attacked, f . ^ 

3. Q. Kt. P. one square 

4. B. to Q. third square 4. Q. Kt. P. one square 

5. B. to Q. B. second square 6. ^. B. P. one square ^ 

6. B. to Q. Kt. square 6. Must not play Q. B. Pawn be>' 

cause Black would stop all the Pawns hj keeping the Bishop on 
the diagonal line between his Q. Kt. square and yoor K. R. se- 
cond square, therefore 

Q,. P. one square 

7. B. to Q. R. second square 7. Q. P. one square and in the 

next moye adyances ope of the Pawns to Queen. 

(B.) 

2. B. to ady. Q. fourth square 2. Must not play Q. Kt. P. one 

square, because Black would play R. to Q. B. fourth square, 
and stop the Pawns, therefore 

Q.3* P. one square 

3. B. to ady. K. third square ' 3. Q. P. one square 

4. B. to ady. K. B. fourth square' 4. ■ Q. Kt. P. qste square 

5. B. to K. fourth sq^a^ . ..5.- Q. P. one square * 

6. B. to K. B. third square . 6., If you were to play Q. B« P. 

ofiie square, he would stop the Fawns by playing B. to Q. 
. square, therefore 

. Q. Kt. P. one square 

7. B. to Q. square 7. Q. Kt. P. one square 

8. B. to Q. B. second square 8. Q. Kt. P. becomes a Queen 

9. B. takes Q. 9. Q. B. P. becomes a Queen, Sec, 



^ 
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CHAPTER XXXVI. 

7%ree united Pawns against a Rook, 

The three Pawns will also win against a Rook^ if 
they can reach their fifth sagftres unattacked, wbeljbber 
they have the move or not ; if the Rook attack one of 
them, they will still win provided they have the move. 






^ • 



SITUATION. 



WHITE. 



Q. Kt. P. at its fourth sqaare 
Q. B. P. at its fourth square 
Q. P. at its fourth square 



BLACK. 

Rook at K. R. square 



•1 



In this situation, though the Whiteonove first, Black 
will win the Pawns, but it requires careful play* 



1 . Q. B. P. one square (or A.) 1. R. to Q. square 

2. Q. B. P. one squue^ 2. R. takes Q. P. 

3. ^% Kt. P. one s<i9|||r 3. If he were to play R* to adv. 

«|t Q. Kt. fourth square, you would win by playing Q( B. P. one 
' ' square and then Q. Kt. P. one square as already explained, 
therefore 
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*- ^'^ - B.. to adv, Q^AiU^. square 

'4. If you haTe nothing better to pla; than the Pa^wTi^S^vident 
you must lose them. 



(A.) 



1. Q. P. one squarj) v v^ 1. R. to ady. K. R. fourth sq. 

if instead of this move, hellad played R. to Q. B. square, he 
would lose : (see B.) 

2. Q. B. P. one square 2. R. takes Q. Et. P. 

3. Q. P. one square 3. R. to adv. Q. fourth sq., &c. 

and not to ady. Q.B. fourth sq. 

If instead of playing Q. P* one square on the 
third move, ypu had played Q. B* P. one square ; 
Black ought to play R. to adv. Q. B. fourth square. 

(BO 

1. Q. P* one square ' . 1. R. to Q. 6. square 

^ Q. B. P. one square. • '2. R. to Q. Kt. square 

- 3. Q. P. one square ^. R. takes Q. Kt. P. 

4. Q. jB. P. one square, and the Pawns haying reached their sixth 
^ ^ squares without being attacked, will win, as before obaerved. 

You might also on the fourth move have played Q. P. one 

- square. 



SECOND SITUATION. 



"*.^' 



, WHrr£. ,. • BLAci:. 

C^. Kt. P. at ady. Q. Kt fourth sq. Rook at K. R. fourth aqiMwr . 
Q. B. P. at adv. Q. B. fourth sq. 
Q. P. at ady. Q. fourth square 



»< 
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Id this position if you were to advance the attacked 
Pawn, you would not win, but by playing either of 
the other Pawns you will win *, for example : 

1. Q. P. one iquare 1. R. takes Q. B. P. 

?. Q, Kt. P. one sqmare : tUa is y5i||^ best move, for had jou played 

Q. P. one square, he wotdd have played the Rook to his Q. 

fourth square, and have won both the Pawns. 

2. R. to Q. B. square : if he had 

attacked either or both of th^Plmnis, he would have lost : 

see (A.) 

3. Q. P. one square 3. R. to Q. square 

4. Q. Kt. P. one square 4. R. to Q. Kt. square t. 

5. If you have nothing better to play than the Pawns, it is evident 

that you must lose them : if you have, t^en t^e two Pawns 
will confine the Rook to the side of the board*- ' 



(A.) 



2. R. to Q. B. third square 
a Q. P. one square 3. Cannot take Q. Kt. P. without 

allowing the other to become a Queen, therefore 

R. to Q. third square 
4.^ Q. Kt. p. one square 4. As he cannot play to the last 

line to stop both the Pawns, nor take Q- Pawn without per- * 
mittingthe other to becmne a Queen, he must lose. 

You observe by the above moves that if you begin 
with playing Q* P. one square, you cannot win, but 
if you play in the fykwing manner, the Black cannot 
prevMt your winolK* 



1. Q. B, F, one 8qaare'(or B.) 1. R. takes Q. P. 

t. Q. B, P. ooe square * S. R.toQ. B. fourth square 
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A* 



150 



-. < 



3. Q. Kt. P. one sqmre 3. Ifhe coritii^tte 0QUieQ.B.file, 

yoa play your Q. Kt P. ; if he play tliewbere, your Q. B. 
P. will become a Qaeen. 

(B.) 

« 

1. Q. Kt P. one square 1. R. tijces Q. P. 

2. Q. B. P. one square, «nd the Pawns baying reached their sixth 

squares unatt|u:ked, must win as before explained. 
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CHAPTER XXXVII. 




Three uniteW^^wns against a Queen* 



The Queen will generally win the Pawns, except 
however they have reached their seventh squares ; for 
example : 



FIRST SITUATION. ,. , 

WHITE. B&CK* . ^j^ 

Q. Kt. P. at ady. Q. Kt second aq. Queen at Q^.' Ktlfeurth square 
Q. B. P. at adv. Q. B. second sq. *' ' " 

Q. Pawn at adv. Q. second square ^ 

. In this situation one or two of the Pawns will ad- , 
vance to Queen, whether they have the move ornot , ' 
hut if the Black Queen were at her Bishop's fourth 
square,* and had the move, she would prevent either of '^ j 
the Pawns hecoming a Queen by taking Q, B. Pawn. 



SECOND SITUATION. 

WHITS. BLAG^; 

Q. Kt p. at adv. Q. Kt. third sq. Queen «jt Q* B. fourUiL^quare 
Q. B. P. at adv. Q. B. third sq. - 

Q. P. at adv. Q. third square 



* Or at any ^uare after the second on her B.'s file. 
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In this situation if you have nothing to play but the 
Pawns, you will lose them all, for if you begin with Q« 
Pawn, he will take Q. Kt. P. ; if you begin with Q. 
Kt. Pawn, he will take Q. Pawn, &c* ; but suppose 



you play as follows : 



1. Q. B. P. one square 



1. • ' 



* ' 



1. Q. to Q. B. third square. 



If he had played to any other square, you would 
have been able to make a Queen, but now he' will win 
them all if you have nothing else to play« 
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CHAPTER XXXVm. 

Three united Pawns against the King, 

With regard to three Pawns against a King, I shall 
confine myself to showing you a few situations in some 
of which the King can stop the Pawns, and in others 
he cannot, as it would be too difficult for you to enter 
into an analysis of the. proper moves for both parties, 
if the Pawns were at their squares and the adverse 
King near them. 



FIRST SITUATION. 

WHITE, BLACK. 

Q. Kt. Paim,atitB fourth square Kiog at 1$. fi. sacond square 
Q.B. Fawn at adv.Q. B. fourth aq. 
Q. Pawn at its fourth square 

In this situation, if the Black have the move, he 

will be able to stop the Pawns by playing his King to 

Q. B* third square : if you liave ai^hing better to play 

than the Pawns, you must, of course, lose all of them. 

14 



SECOND SITUATION. 

WHITS. BLACK. 

Q.Kt p. at iti fourth sqaure Kiof at Q. fourth square 
Q. 6. P. at iti third square 
Q. P. at its fourth square 

Here also Black will be able to stop the Pawns if he 
have the move by playing King to adv. Q. B* fourth 
square. A similar situation when the side Pawns are 
within one square of Queen will give a different re- 
sult ; for example : 



THIRD SITUATION. 

WBITB. BLACK. 

Q. Kt. P. at ady. Q. Kt. second sq. King at Q. square 
Q. B. P. at ad7. Q. B. third square 
Q. P. at adv. Q. second square 

If Black have the move, and play K. to Q. B. se- 
cond square, you will nevertheless win by advancing 
one of the Pawns to Queen, and afterwards the other. 



FOURTH SITUATION. 

WHITE. BLACK. 

Q. Kt. p. at its third square King at Q. B. fourth square 
Ct* B, P. at its third square 
Q. P. at its third square 
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The King wiO be able to stop the Pawns. It is im- 
material which begins ; sdppose the White : 

In the fint plate, 

1. Q. Kt> P. one aq* and ehecks 1. E« to Q. Kt. foarth sqaare 
^. Q. P. one square 2. K. to ady. Q. B. foarth square 

and stops the Pawns. 

In the tecond place, 

1. Q. P. one square and checks 1. K. to Q. 'fourth square 

2. Q. Kt. P. one square 2. K. to ady. Q. B. fourth square, 

and the position is the same as before. 

In the third place, 

1. Q. B. P. one square 1. K. to Q. B. third square 

2. Q. P. one square 2. K. to Q. Kt. third square 

3. Q. P. one square, or (A.) (B.) 3. K. to Q. B. fourth square 

4. Q. Kt. P. one square k checks 4. K. to Q. third square 

5. Q. Kt. P. one square 5. K. to Q. B. fourth square, and 

the position is similar to what we haye already had. 

(A.) 

3. Q. B. P. one square and checks 3. K. to Q. Kt. fourth square 

4. Q. Kt. P. one square 4. K. to Q. B. third square, and 

wins the Pawns. 

(B.) 

3. Q« Kt. P. one square 3. K. to Q. B. second square 

4. If Q. B. P. one square, Black should play King to Q. B. third 

square, &c. therefore, 
Q. P. one square, or (C.) 4. K. to Q. third square 

5. Q. Kt. P. one square 5. K. to Q. 6. iburth square, and 

stops the Pawns. 



4. Q. Kt. P. ona square 4. K. to Q. KL third sqnara 

5. boompaUadtoplajQ-P.ona S. K. to Q. B. l(>urUiaqaara,i[c. 

From the foregoing you *rill obverve dnt vrheo the 
three Pawns are abreast, and not too far advanced, if 
the King can be played to the fourth square, from the 
middle Pawn inclusive, oa the same perpendicular 
line, he will stop the Pawns simply bj playing the 
King before the Pawn bis adversary moves ; for ex- 
ample : 



r[FTH SITUATION. 



Q. Kt Fawn \ K. at eitber Q. Et iqaare 

Q. B. Fawo^ •ttheirfanrthtqTi.Q.B. •q.Q.iq.Q.Et.iccradBq. 
Q. Fawn ) Q. second aq. Q.Kt.ttiirdaq. Q. 

B. third aquare, or Q. tbitd aq. 



In this situation the King being able to more from 
any one of the above squares to his Q. B. second 
square, which is the fourth square from the middle 
Pawn iBClusive, will stop the Pawns simply by play- 
it^ before the Pawn his adversary will move ; for ex- 
ample: if you play Q> P> one square, he ought to play 
to Q. third aquare ; if Q. B. P. one square, be sboald 
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move K. to Q. B. third square ; and if Q. Kt« P. one 
sqaare, he should play K. to Q. Kt. third square. 



SIXTH SITUATION. 

WHITE. BLACK. 

Q. Kt P. at ady. Q. Kt third sq. King at Q. second square 
Q. B. P. at adv. Q. B. second sq. 
Q. P. at adY. Q. fourth square 

In this situation the Pawns will win whether they 
begin or not ; for example : 
Suppose Black plays first. 

1. K. to Q. B. square 1. Q. P. one square ^ 

2, K. to Q. Kt second square, or 2. ^ P. one square, or Q. Kt. P. 

to Q. second square one square & becomes a Queen. 

Suppose the White begin : 

1. If yon were to play Q. P. one square, he would moye King to 

Q. B. square, and win all the Pawns, therefore, 
Q. B. P. becomes a Queen and 1. K. takes Q. 
checks 

2. Q. P- one square 2. If he play K. to Q. square, or 

to Q. second square, the Q. Kt Pawn will become a Queen 
in two mores, and if he play elsewhere, the Q. Fawn will 
become a Q. in two mores. ^ 



u* 
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CHAPTER XXXIX. 

I SHALL now proceed to instruct you how to plaj 
where one party has one or more Pawns and a Piece, 
and the other a Piece only, supposing, as usual, that 
the Kings cannot be moved, or that they are too far 
removed to be of any service. 



A Knight and Pawn against a Knights 

The Ktiight will generally be able to stop or take 
the l^awn ; for example : 



FIAST SITUATION. 

WHitX. BLACK. 

Kt. at K. B. Ifonrih flqimre Kt. at Q. B. seoond aqoare 

F. at lidv. i^ Bi liird sqvare 

The Knights being both on bhck sqiharBS) if it be 
your move you will not be able to prevent his Knight 
from moving to and from his Q. B. second square, but 
if it were his move you might, and yet you could not 
win if be play properly ; for example : 
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t 

BLACK. WHITX. 

1. Kt. to Q. Kt. fourth square : had he played Kt. to Q. R. third 

square, you would be «ble to adranoe the Pawn to Queen : 

(iwe At) 

1. Kt. to ady. K. third square 

2. Kt» to Q. R. lecohd square 2. Pawn one square ^ 

3. KL to Q. B. square and the Knights being both on the same 

colour, and your move, you cannot prevent his playing al- 
ternately to Q. B. square and to Q. Kt. third square, because 
the Knight can never gain a move, for if the first move of a 
Knight be to a Black square, the second must be to a White 
one ; the third, fiilh, seventh, ^. moves, to Black squares ; 
and the fourth, sixth, eighth, &c. moves, to White ones ; 
therefore the Knight has not the choice of plajring to a given 
square in one Or two moves, which the other pieces have. 

(A.) 

1. Kt. tt> Q. R. third square 1. Kt. to adv. K. third square 

2. Kt. to Q. Kt. square, or 2. Fawn advances in two moves 

to adv. Q. Kt fourth square to Queen 

In the following situation where you have another 
piece to play besides the Knight, you can always gain 
the move, and by that means advance your Pawn to 
Queen. 



SECOND SITUATION. 

WXITX. BLACK. 

k. Kt. at its^uare Knight at adv. Q. B. fourth aq. 

Q. Kf . at K. second square Pawn at adr. K. Kt. second sq. 
Q. B. P. at its third square 
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WHITB TO MO VS. 



l.^K. Kt. to K. R. third aqaare 

2. Q. Kt. to Q. B. tqnaro 

3. Q. Kt. to Q. Kt. third aq. 

4. Q. Kt. to Q. second sqaare 

5. Pawn one square 

6. K. Kt. to its square 

7. Q. Kt. to Q. Kt. third sq. 

8. Pawn one square 



1. Kt to adv. Q. Kt. second sq. 

2. Kt. to adr. Q. B. fourth sq. 

3. Kt. to adr. Q. Kt second sq. 

4. Kt to adT. Q. R. fourth sq. 
6. Kt. to Q. B. fourth square 

6. Kt. to adr. Q. third square 

7. Kt to K. .fourth square 

8. Kt to Q. B. third square 



9. K. Kt. to K. R. third square 9. Kt to adr. Q. Kt. fourth sq. 

10. Q. Kt. to Q. fourth square 10. Kt. to Q. R. third square 

11. Pawn one square 11. Kt. to Q. B. second square 

12. K. Kt to its square 12. Kt to Q. fourth square 

13. Q.Kt.to adr.Q.Ktfourth sq. 13. Kt to K. second square 

14. Pawn one square 14. Kt to Q. B. square 

15. K. Kt. to K. R. third square 15. Kt toK. second square 

16. Q- Kt. to adr. Q. third square and afterwards adrances the 

Pawn to Queen. 



i 
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CHAPTER XL. 

A Knight and Pawn against a Bishop. 

The Bishop can prevent the Pawn advancing to 
Queen hecause the Knight cannot force the Bishop 
to quit the diagonal line over which the Pawn must 
pass J for example : 



SITUATION. 

WHITK. BLACK. 

Knigfat at ady. Q. B. foarth sq. Bidiop at ady. K, B. fotirfh sq. 
Pawn at ady. K. B. third square 

The Knight cannot possibly remove the Bishop 
from the diagonal line that runs from Black Q. Kt* 
square, to White K. R. second square ; it is therefore 
evident that the Pawn cannot advance without being 
taken, but by playing first your Knight to adversary's 
K. third square, and afterwards advancing your Pawn, 
you will gain the Bishop for the Pawn, as he wiH be 
obliged to take it to prevent its becoming a Queen. 
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CHAPTER XU. 

A Knight and Pawn against a Rook* 

The Rook will almost always win the Pawn for 

nothing. 



SITUATION. 

WRITS. BXACK. 

Rook atK. R. square Knight at K. B.' square 

K. B. P. at its third square 

1. R. to K. B. square 1. Knight to Q. second square 

2. R. to K. B. second square 2. h compelled to move either 

Knight or Pawn and of course loses the Pawn. 



CHAPTER XLIL 

j1 Knight and Pawn against a Qitetn. 



y 



The Queen of course wins the Pawn with greater 
ease than the Rook, it will therefore be unnecessary 
to give an example. 



f 
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CHAPTER XLHI. 

A Knight and Pawn against a King. 

The King will in most cases be able to stop or take 
the Pawn, it being of course understood that he is hot 
out of the quadrangle formed by the square on which 
the Pawn is and that where it would become a 
Queen. 



•FIRST SITUATION. 



WHITS. 

King at Q. Kt. square 



BLACK. 



Kt> at K. Kt. fourth square 
Pawn at K. B. third square 



1. King to Q. B. second square 1. Fawn one square 

2. K.to Q. second square 2* P. one square 
X K. to K. second square 3. P. checks 

4. K. to K. third square 4. If he hare nothing to play but 

Knight or Pawn he wiU of course lose the Pawn. 



SECOND SITUATION. 



WHITE. 

King at Q. B. square 



BLACK. 



Kt. at ady. K. third square 
P. at adv. K. B. fourth square 
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In tbifl sitoation if Black have the move he will 
win, though the white King could overtake the Pawn, 
if it were alone ; for example : 

1. Pawn one square 1. K. to Q. second square 

% ttiwn one square S. K. to his second square 

3. Pawn becomes a Queen, ehecks and wins. 

The reason the Blade wins in the above situation, 
is owing to the position of his Knight which defends 
the Pawn when it becomes a Queen. 

Observe that when the Knight is behind the Pawn 
and defends it, the King can never take the Knight 
without allowing the Pawn to become a Queen; 
therefore when you have a Knight and Pawn against 
a King, you should endeavour to defend your Pawn by 
playing the Knight behind it, and not before it ; for 
example i*^ 

* In the followixis; situation the King; Kt. and Pawn cannot win 
against a King alone. 

WHITE. BLACK. 

K. to K. R. square K. at his square 

K. Kt. at ady. Q. second square 
, K. R. P. at ad7. K. R. second sq. 

BLACS TO MOVE. 

1. K. at K. Kt. second square 1. Kt. to adv. K. B. square or to 

ady. K. B. third square 

2. K. to K. R. square 2. K. to his second square 

3. K. to K. Kt. second square 3. K. to his third square 

4. K. to K. R. square 4. K. to his .leurthsquare 

5. K. to K. Kt. second square 5. K. to ady. K. B. fourth square 

6. K. to K. R. square 6. K. to ady. K. Kt. fourth square 

7. It is plain the black King can 
never approach nearer than he now is with giving a stale. 



i 
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THIRD SITUATION. 

WHITX. SLACK. 

K. at K. Kt. third sqaare K. at Q. R. square 

Kt. at adv. Q. B. second square 
Pawn at ady. K. B. third square 

BLACK TO MMTS, 

In this situation it is by no means a matter of indif- 
ference whether Black defend the Pawn, by playing 
Knight to adv. King^s square, or to adv. Queen's 
fourth square ; in the former case, White will be able 
to draw the game ; in the latter Black will win ; for 
example : 

In tfte firtt plaee> 

BLACK. WHITK. 

1. Kt. to ady. K. square 1. K. to K. B. second square 

2. If he move the King, he will lose the Knight and afterwards the 

Pawn, and if he play the Knight, he wiU lose the Fawn. 

In the teeond place. 

1. Kt. to ady. Q. fourth square 1. K. to K. B. second square 

2. K. to Q. Kt. second square 2. K. to his third square 

3. K. to Q. B. third square 3. If you take the Knight bis 

Pawn will advance to Queen, therefore 

K. to K. B. second square 
4. K. to Q. fourth square 4. K. to his third square 



15 
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5. K. to K* fouithiqvartt 5. K. to K. B. second square 

6. K. to ady. K. iburth •qoara 6. K. to K. B. sqaare 

7. K. to ady. K. third square 7. K. to his square 
•• Pawn cheeki 8. K. to K. B. square 

9.. Kuight auf where 9. K. to K. Kt. second iquare 
10. K. to ady. K. seeood fquare and afterwards adyances the Pawa 
to Queen. 



{ 



FOURTH SITUATION. 



WHITJE. 



BIULCK. 



King at Q. square King kt R. B. second square 

Knight at K. B. second square Fawn at K. R. seoQpd t<|itare 
Pawn at ady. K. B. third sq. 

In this situation you should not move your Knight 
to K. Kt. fourth square to defend the Pawn, because 
Black by playing K. R. P. two squares, would compel 
your Knight to remove and then take your Pawn ; you 
ought to play your Knight to K* fourth square, and 
then advance your King, in order to take his Pawn 
or push your own to Queen* 



.at 
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CHAPTER XLIV. 

A Bishop and Pawn against a Knight. 

If the Pawn be on a Rook's file it will go to Queen, 
hut not if it be on any other file, unless it have reached 
its seventh square ; for example : 



FIRST SITUATION. 



WHITX. 



BLACK. 



Bishop at Q. second aqoara Knight at adr. Q. R. fourth sq. 
Q. R. P. at iti third aqvara 

WHITS TO MOVS. 

1. B. to Q. Kt. Ibarth square 1. Kl. to 4. Kt. third 84|uare 
S. B. to adv. Q. B. fourth sq. 2. If he plaj Kt to adr. Q. R. 
fourth square, by playing B. to Q. fourth square, yotl wiU 
win the Knight Uie next move, therefore 

Kt. to Q. second square 
Si Kt. to Q. Kt. square 

4. Kt. to Q. B. third square 

5. Kt. to Q. R. second square 

6. Kl to Q. Kt. fourth square 

7. If he takes Bishop you wiU ad- 
vaace the Pawn in two mores to Queen, therefore 

Kt. to Q. R, second square 



3b B. to Q. fourth square 

4. P. one square 

5. 6. to Q. B. third square 

6. P. one square 

7. P. one square 



/ 
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8. B. to Q. fourth square 8. Kt. to Q. B. third square 

0. B, to adr. Q. B. fourth iq. 9. Kt. to Q. Kt. square 
10. Pawn becomes a Queen in two moves. 



SECOND SITUATION. 

WBIT8. BLA.CK. 

Bishop at K. second square Kt. at adv. Q. Kt* Iburth square 
Pawn at Q. Kt. third square 

WHITE VO MOVE. 

i: B. to K. B. third square 1, Kt. to adv. Q. B. second sq. 

2. B. to adv. Q. fourth square 2. Kt. to adv. Q. Kt. fourth sq. 

3. B. to K. fourth square 3. Kt. to Q. R. third square, and 

will alwajs be able to play t]ie Kt. either to Q. R. third 
square, to ady. Q. R. second square, to Q. B. third squftrct 
to Q. fourth square; to adv. Q. B. second square, or to ady. 
Q. third square, and back to ady. Q. Kt. fourth square and 
consequently to prevent the advance of the Pawn. 

It IS evidently owing to the Knight having the choice 
of six squares to play to, when at adv. Q. Kt* fourth 
square, from all of which he cannot be withheld by 
the Bishop, that the Pawn cannot advance*; but when 
the Pawn is on a Rook's file, the Kni^htii^s the choice 
of four squares at most, from all of which the Bishop 
can withhold him, and consequently oblige him to play 
elsewhere, and then gain time to advance the Pawn. 
If the Pawn be on the Bishop's King's or Queen^s 
file, the difficulty of forcing the Knight away will be 
even greater, because he then has the choice of eight 
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squares. If the Pawn have already reached its seventh 
square it will also win, and for the same reason, 
namely, because the Kmght which is before it has Ae 
choice of only four squares, all of wh^h the Bishop 
can prevent his occupying ; lor example : 



THIRD SITUATION. 



WBITS. 



BLACK. 



Bishop at Q. second aquare .Knight at Q. B. square 
Pawn at adr. Q. B. seeond sq. 

WHITS TO MOTE. 

1. B. to K. third 9%aare 1. Kt. to K. second square 

2. B. to K. B. second square 2. Kt. to Q. B. square 

3. B. toady. Q. B. fourth square 3. Must lose tiw Knight, &c. but 

if on the second move he had not played Kt. to;Q« B. square, 
the Pawn would have gone to Queefi. 

If the Bishop had been on a White square, the re- 
sult would have been the same ; for example : 



FOURTH SITUATION. 



^ W1KITS. «I.4«V» 

Bishop at Q« afimre Kt at Q. B. sqaaiv 

^Pawh at adv. Q. B. second sq. 

1. B. to K. Kt. fourth square 1. Kt. to Q. Kt. t)|r4 square 

2. B. to K. R. third aquar« 2. Cannot p\^ to Q, B. sq^ar^ 

without hang takeo* and if he play eUievh#re, th^ fvvrs^ 
will adyaoee t^ fiuMo. 

15* 






CHAPTER XLV. 

Ji'Bithop and Pawn against a Bishop. 

' As the B^bops may be on the same, or on different 
colours, lations ; in the first, I shal) 

suppose p the sapje colour ; for ex- 



ample ' 



FIRST SITUATION. 



Biabop at adT. K. foiylh sq. Bishop at Q. B. fourth square 
FawD at Q. B. fourth iquare 

When the Bishops are on the same colour, the 
Pawn cannot advance to Queen, but it will cost the 
adversary his. Bishop to prevent it ; for example, sup- 
pose White to play; 

]. B. to Q.B. third ■qnare 1. B.CoQ 

3. B. lo Q. foarih square 3. B. to ai; 

3. P.ODeiiJuare 3. If be U 

the Bishop, and if 

B.toQ 

4. B. to adv. K.ibuith square 4. B- to Q 

5. FawD one aqaare 5. B. to Q. Et. third aqniire 

6. Pnm ene iquare 6. Mnit take it, to prereDt ita ga- 
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SECOND SITUATION. 

WKITI. 



WKITI. BLACK. 

Biihop at Q, fourib square Bishop at adv. E. B. third iquare 
PftWD at Q. B- fbnrlh square 

In this and similar situations, where the Bnhops 
are on diflereot coloured squares, the Pawn cannot 
possibly advance to Queen, because the Bishop can-, 
not he forced to quit the diagoni 
Fawn must pass, and irhich in 
runs from Black Q. R. square, t 
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CHAPTER XLVI. 

A Bishop and Pawn against a Rook. 

' The Rook will generally be able to stop or win the 
Pawn ; for example : 



FIRST SITUATION. 

< 

WHITX. BLACK. 

BiBhop at ady. Q. B. fourth sq. Rook at K. R. square 
Pawn at Q. fourth square 

WHITX TO MOVX. ' 

1. Pawn oDftjquare 1. R. to K. R. second square or 

to Q. square and prevents the 
adyaaceofthe Pawn. 

In some situations the Pawn can only be taken at 
the expense of the Rook ; for exam£}e : 



SECOND SITUATION. 

WVITX. BL4CK. 

Bishop at Q. fourth square Rook at Q. R. square 
Pawn at ady. K. R. third sq. 



1T3 

It is immoteria) which begias, aappose the White. 

1. PairnoDeiqiure 1. R. toft.aqaue 

2. Pbitd becomea a Qaeen e. R. Ukai Q. 
a Buhop tikss R. jfc. 

Suppose the Black begin. 

l.'As he cuiDot noTS Rook to Q. R. lecond iquire nor taS- R 
iquEire,ui ordar to itop tbe Pawn, without being; taken hj 
the Biahop, it ii of little cooaequence whara he mnvtt, lup- ' 
pnse therefore 
R, to adv. 4- 1*" fourth square I. If you were to nWre the 
Biahop to E. B. secoad sqaaie, he would be able to atop the 
Pawn withont lonog the Rook : (aae A.)therefore 
FaWDoneaqUBre 

3. If he lake the Biahop, yoa will make a Queen ; and if b« pl*7 R. 

to Q. R. aqnare, by adranciiig the Pawu, feu wiU wio the 
Rook aa before. 

(A.) 

1. R. to adr.Q.R. fourth sq. 1. B. toK. B. aecond aquaie 

% R. to Q. R, fourth eqaareiaadafterwanla to K.R. fourth aq. &c. 

Vou might, however, have played the Bishop on 
the first move, and yet have gained the Rook for the 
Pawn, for example : 

). 1. B.toadr.E.B.tbirdaqnare 

3. 9. B. to adv. K. Kt. aecoD4 >q- 

3. 3. P. oueiqnare 

4. awn wiU become a Quceo, the 

4. Pawn becomea a Q. fcc. 
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THIRD SITUATION. 

WHITE. BLACK. 

Bishop at tdy. Q. Kt fonrtii sq. Rofk at K. R. iqmn 

Pawn at adv. K. B. second sq. 

BLACK TO MOVB* 

In similar situations Black must be careful not to 
move to that side where the Bishop it* In the pre- 
sent instance if he move to any other than K. B. 
square, he cannot prevent White from making a 
Queen ; for example : 

1. Rook to Q. Kt. square 1. B. to adr. K. square, and af* 

terwards advances the Pawn to Queen. 

Sometimes the Bishop and Pawn are able to confine 
the Rook, and entirely prevent his moving withoyit 
being taken ; for example : 



FOURTH SITUATION. T 

W»ITB. BLACX. 

I 

Bishop at Q. fourth square Rook at Q. Kt second square y 

Pawn at ady. K. R. third square 

BLACK TO MOVB. 

1. R. to K. R. second sqvare. lihe plaj any other move, he can- 
not prevent thit loss of the Rook for the Pawn as we hare 
already seen. 

1. B. to adv. K. Kt. second square 

t The Rook cannot move without being taken. 



- -" - - 
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CHAPTER XLVn. 

•/? Bishop and Pawn against the Queen. 

The Queen can generally stop or win the Pawn ; 
when the Pawn is far advanced, it however may hc- 
come a Queen ; for example : 



FIRST SITUATION. 

WHITE. BLACK. 

Bishop at Q. fourth square Queen at Q. B. square 

lHwn at adv. K. R. third square 

White having the move advances the Pawn in two 
moves to Queen. 



SECOND SITUATION. 

WHITS. BLACK. 

Bishop lit adv. Q. Kt. fourth square Q. at K. R. square 
Pawn at adv. K. B. second square ^ 
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IXiMaC TO K0V8. 

You will probably recollect that we had a similar 
situation with a Rook against a Bishop and Pawn, 
when I showed you that if the Rook moved to that 
side of the Pawn where the Bishop was, he would 
lose ; this is not, however, the case with the Queen ; 
for example : 

1. Qaeen to Q. Kt. square 1. Bishop to adr. K. square 

2. Q. to adv. Q. Kt. fourth square, and stiU prevents the advance of 

the Pawn to Queen. 
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CHAPTER XLVIII. 

A Bishop and Pavm against the King. 



FIRST SITUATION. 

WHITS. BLACK. 

« 

h% fi. B. tliird sqanre Bishop at adv. Q. Kt. fourth square 

Pawn at Q. B. fourth square 

BLACK TO MOVS. 

1. Pawn one square 1. K. to his second square 

2. Pawn one square 2. K. to Q. square 

3. B. to adr. Q. R. third square 3. K. to Q« B. second square 

4. B. to ady. ,Q. Kt. second sq. 4. K. to Q. square, &c. 

It is evident that the Pawn cannot advance to 
Queen. 

In some positaons the Pawn advances to Queen, 
thoibigh the King be in die quadrangle, owing to ^e pe- 
culiar situation of the Bishop ; for example : 



SECOND SITUATION. 

BLACK. WHITE. 

King at K. Kt. square Bishop at ady. Q. Kt. fourth sq. 

Pawn at Q. B^. fourth square 
16 
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BI^CK TO MOTS. 

1. Pftwn one sqamre 1. King toK. B. sqaare 

2. Pawn one sqaara 2. K. to his second iqinure, or to 

his own square 

3. Pawn one square 3. The sitaation of the Bishop 

prevents you from attacking the Pawn, and consequently it 
wiU become a Queen. 



THIRD SITUATION. 

WHITB. BLACK. 

King at K. B. square Bishop at Q. B. third square 

Q. R. P. at its fourth square 



WHITS TO MOTS. I 

I 



In this situation you may prevent the Pawn ad- 
vancing to Queen if you play properly ; a little inat- 
tention might, however, easily cause yo« the loss of 
the game ; for example : 

1. K. to his square 1. Pawn one square 

2. K. to Q. square 2. Pawn one square 

3. K. to K. B. second square. If you had played to K. B. square, 

you could not hare preyented his Pawn from becoming a 
Queen, see (A.) 

3. B. to Q. fourth square 

4. K. to Q. Kt. square 4. Pawn one square and checks 

5. K. to Q. R. square ; then to Q. Kt. second square, &c. 

(A.) 

3. K: to Q. B. square 3. B. to adr. K. fourth square 

4. You are now compelled to more to Q. square, or to Q. second 
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square, and are therefore unable to prevent the advance of 
the Pawn to Queen. 

If the Black could haye played his King to the as- 
sistance of the Bishop and Pawn, still he could not 
have won the game, because a Pawn on a Rook^s file 
with a Bishop that does not command the square 
where the Pawn would become a Queen, cannot win 
if the King tha^tis alone can play to the Rook's square, 
towards which the Pawn is proceeding ; for example : 



FOURTH SITUATION. 

WHITK. BLACK. 

Hjsg at Q. Kt. square King; at adv. Q. Kt. fourth sq. 

Bishop at adv. Q. B. fourth sq. 
Pawn at ady. Q. R. third square 

WHITS TO MOVE. 

1. E. to Q. R. square 1. B. to adv. Q. third square 

2. K. to Q. R. second square 2. K. to adF. Q. R. fourth square 

3. K. to Q. R. square 3. If he move K. to adv. Q. Kt. 

third square, the White will be stalemated, therefore 

B. to adv. Q. B. fourth square 

4. K. to Q. Et. square 4. K. to adv. Q. Kt third square 

5. K. to Q. R. square 5. If he advance the Pawn, or 

move B. to adv. Q. third aquare. White will be stalemated, 
and if 

B. to Q. fourth square 

6. K. to Q. Kt. square 6. Pawn checks 

7. K. to Q. R. square 7. If he move K. t« adv. Q. R. 
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third iquare, or to adr. Q. B. Mcond or third i^aal'fr. White 
will bo italemated, uid if K. to adr. Q. Kt. foarth square 
8 K. to Q. Kt. second square, and then back to Q. R. square, &c 
as Black cannot possibly prevent the White from moTin|^to 
thofe two squares without itUeilating hiiff. 

This is not the only example of a King, a Piece, and 
Pawn being unable to win against the King. A Pawln 
at the adv. Knight's third square, defended by a 
Bishop at the adv. Rook's second square, cannot win 
if the King can be played to the Knight's second 
square before the Pawn ; for example :* 






FIFTH SITUATION. 

A. 

Waif«. VLA0K. 

King at Q. R. foutth square King at Q. Kt. second square 

Bishop at adr. Q. R. Second sq. 
Pawn at adv. Q. Kt. fourth sq. 

BLACK TO MOTE. 

1. Pawn one square 1. K. to Q. R. third square , 

2. K. to Q. B. third square 2. K. to Q. Kt. second square 

Your King is now in the situation before mention- 
ed, and it will be impossible for the Black to wia. 



* So in certain situations the King, Knight, and Pawn, cannot^ 
win against a King alone ; see note page 164. 



/" 
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3. K. to Q. B. fourth square 3. K. to Q. R. square 

4. K. to adv. Q. B. fourth sq. 4. K. to Q. Kt. second square 

5. K. to adv. Q. third square 5. K. to Q. R. square. If fou 

ha^ played K. to ^. B. square, you wouldhave lost the g^ame, 
see (A.) 

6. If he plays K. to ady. Q. B. third square/ White will be stale- 

mated, and if 
K, to adr. Q. second square 6. K. to Q. Kt. second square 

7. K. to adv. Q. square 7. K. to Q. R. square 

8. If be play K. to adv. Q. B. square, you will be stalemated, and 

if 
E. to adv. Q. second square 8. K. to Q. Kt. second square 

9. K. to ady. Q. third square 9. K. to Q. R. square 

10. It is eyident that he cannot play the King so as to prevent 

your moving either to your Q. R. square, or Q. Kt. second 
square without stalemating you, nor can he win if he sacri- 
fice the Bishop ; for example : 
B. to adv. Q. Kt. square 10. K. takes B. 

11. K. to adv. Q. B. third square 11. K. to Q. B. square 

12. K. to adv. Q. Kt. fourth sq. 12. K. to Q. Kt. second square 

13. K. to adv. Q. R. fourth sq. 13. K. to Q. Kt. square, and not 

to Q. R. square nor to Q. B. square, as will be explained 
in a future Chapter. 

14. K. to adv. Q. R. third sq. 14. K. to Q. R. square 

15. Pawn checks 15. K. to Q. Kt. square 

16. Is compelled to abandon the Pawn, or play K. to adv. Q, Kt. 

third square, and White is stalemated. 

(A.) 

5. K. to Q. B. square 
6. K. to adv. Q. B. third square, and afterwards advances the 
Pawn in two moves to Queen. 

If the Black had had la Pawn at adv. Q. R. second 
square instead of a Bishop, he would have won the 
game ; for example : 

16* 
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CHAPTER L. 

A Ro$k and Pawn against a Bishop> 



SITUATION. 

WHITS. BLA6K. 

Rook ftt adr. Q. R. fourth sqaare Bifhop.ftt ady. K. B. second sq. 
Pawn at Q. B. fourth sqaare 

As the Rook cannot remote the Bishop from the 
diagonal line that is immediately before the Pawn, and 
which runs from Black Q* R. second square to White 
K. Kt. square, it is evident that the Pawn cannot be- 
come a Queen, but the Bishop must be sacrificed to 
prevent it. 
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CHAPTER LI. 

A Rook and Pdton against a Rook. 



FIRST SITUATION. 

WHITE. BLA€9K* 

Rook at H, B< squtirt R4xA at Q» B< fourth square 

Pawn at Ct B. ftmrth iqnaro 

In this position if Black hsNe nothing, to plaf but 
the Rook, he will be obliged to sacrifice it to prevent 
the Pftwn^s becoming a Queen ; for elBample : 

1. R. to Q. B. second square 1. R. to Q. B. square 

S. Pawn one square 2. R. to Q. B. third square 

3. R. to Q. B. square 3. R. to K. thiitl square 

4« P. etM squtre 4. R. to K. square 

5. P. one square 5. R^ to Q. B» square 

6. R.to Q. B. second square 6. R. removes 

7. P. advances to Queen 



SECOND SITUATION. 

WHITS. BLACK. 

Rook at K. R. fourth square Rook at Q. B. fourth square 
Pawn at Q. B. fourth square 
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Id this position the Pawn Cannot advance without 
being taken, because Black wil) plaj hie Rook on the 
line between K. R. fourth square and Q. R. fourth 
square, and prevent iL 

ft will not be necessary to give you any example of 
a Rook and Pawn against a Queen, as the Pawn can 
very seldom be advanced to Queen ; nor shall I say 
more about a Rook and Pawn against a King, than 
that as a Rook, with the assistance of its own King, 
can easily checkmate, so much the more easy can a 
Rook and Pawn win. 

With regard to a Queen and Pawn against a Piece, 
it will be equally unnecessaiy to give examples, be^ 
cause we have already seen that the Queen without a 
Pawn can win against a Bishop or Knight. The 
Queen can also win against a Rook, except in a few 
positions, but the method is too difficult for you to 
understand at present. A Queen and Pawn against 
a Queen seldom wins, because it generally happens 
that the party having the Queen only can draw the 
game by a perpetual check. We shall now proceed 
to those situations in which one player has a King 
and Pawoiand the other a Piece. 
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CHAPTER LII. 

A King and Pawn against a Knight. 

The Pawn cannot become a Queen, unless it be on 
a Rook's file and within one square only of Queen • in 
every other case (except of course those, in which 
the Knight is too far off to be of use) the Knight may 
be sacrificed to prevent the advance of the Pawn to 
Queen; for example: 



FIRST SITUATION. 

''^HITK. BLACK. 

King at Q. Kt. fourth square Knight at Q. Kt third square 
Pawn at adr. Q. R. second sq. 



WHITS TO HOVE. 

1. K. to adr. Q. Kt. fourth sq. 1. Kt. to Q. R. square 

2. K. to adr. Q. B. third sq. 2. Must lose the Knight, and if 

the Black could more any other piece, the White would 
stiU win the Knight bj plajring K. to adv. Q. Kt. second 
square. 



-Ll> 2 'i^ 
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SECOITD SITUAnOR. 

WKITX. BLACK. 

Kiof at ftdT. Q. R. fourth sq. Knight at Q. R. Moond sq. 
Pawnat adr. Q. R. third iq 

WHITX TO MOTS. 

1. K.toadt.Q.Ktthkdiq«ara 1. Kt. to Q. B. tq. and checks 
f . K. to adr. Q. B. second sq. 2. Kt to Q. R. second iq. 

3. ILtoadv.Q* Kt. leoondsq. a Kt to Q. Kt fovrthsq. 

4. K. to adT. Q. Kt.third sq. 4. Kt to Q. third square 

5. If you play the Pawn he will play the Kt. to Q. B. square, 

checking^ your Cng^ and attackinf at the same time your 
PawB, and of course you cauttot prerent his taking the Pawa 
•with the Knight; and if 
K. to adT. Q. B. third square 5. Kt. to Q. B. square| 

6. K. to adT. Q. Kt. second sq. 6. Kt. to Q. third sq. and checks 

7. K. to adT. Q. Kt square 7. Kt. to Q. Kt. fourthsq. kc. 

It is 'evident that you caonot advance yoar Pawn 
without putting it en prise of his Knight, or allowing 
him to attack your King and Pawn at the same time* 
If the Black had his King far off, for example, at his 
Rook's square, the ahove is the only method by which 
he could draw the game. 



THIRD SITUATION. 



WHITE. BLACK. 

K. at adT. Q. Kt. third square K. at adv. K. Kt. fourth square 

Q. Kt P. at adv. Q.Kt. second sq. Kt. at Q. Kt. square 

K. R. P. at its fourth square Pawn at K. R. fourth square 
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In this sitaaliaii the game ml\ he drawn; for ex- 
ample: 

1. K. to adv. Q. B. second sq. 1. Kt. to Q. R. third eq. k checks 

2. If yon play to any other than ady. Q. Kt. third square, Bl^ck 

will take K. R. P. therefore 
K. to adr. Q. Kt. tbirdaq. 2. Kt. to Q. KteqaaEft 

3. K» toadr. Q. B, secoiid sqiiam* &o. and IhA aane mores will 

continuaUy recur. But in the following situation though 
very similar to this, the Black will win. 



FOURTH SITUATION. 

WHITB. BLACK. 

K. at ady. Q. B. third square K. at adr. K. Kt fourt|i square 

Q. B. P« at adfr. Q. B. seoend sq. fS^Baf^ at Q. B. square 

K. R. P. Id its lp«i<ih#^«r«i I^vn atiK,R. Jbnr& square 

WHITS TO MOYX, 

1. K. to adv. Q. second square 1. Kt. to Q. R. second square 

not to Q. Kt. third square 

2. K. to adT. Q. third square* 2. K. takes K. R. P. 

3. K. to ady. Q. B. fourth sq. 3. K. to adr. K. Kt. third square 

4. K. to ady. Q. Kt. third sq. 4. Kt to Q. B. square ft checks 

5. K. to adr. Q. Kt second sq. 6. Kt. to E^ second squara 

6. K. to ady. Q. Kt third sq. 6. K. R. P. one square 

7. K. to ady. Q. B. fourth sq. .7. K. R. P. one square 



'i' It may be proper to mention here that if the Black were play- 
ing a game, and a similar situation should occur, he ought to check 
at Q. Kt's fourth square and then take the Pawn. Howeyer, as 
the editor's intention is here to show the powers of ^e Knight, the 
play in the text is correct. 

17 
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8. K. to adT. Q. third aqnan 8. Kt to Q. B. tqnue & cfaeckf 

9. K« to ftdr. Q. Moood iqvare 9. Kt to Q. R. Mcond iiiiuure 
10. K. to Q. third iqiiart 10. Q. R. P. ooesqamre and mftec? 

wirdi beoomei a Qqmii mud wins ettil j. 

You will doubtless hav^e remarked that the loss of 
the game is owing to the Knight's being able to move 
to Q. R. second square on the first move and after- 
wards to Q. second square; thus preventing your 
King from attacking it immediately, and giving 
the Black time to take the K. R. P. and advance his 
own to Queen ; in the former situation the Knight 
could not be moved so as to prevent your King from 
attacking it immediately, and consequently the game 
was drawn. 

It will not be necessary to say more respecting a 
King and Pawn against a Bishop» a Rook or a Queen, 
than that the Piece can generally stop the progress of 
the Pawn and take it. 
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CHAPTER LIII. 

.i King and Pawn at its seventh square, against a 

King and Qtieen* 

A RooK^s Pawn or Bishop's Pawn advanced as far 
as its seventh square and accompanied by its King 
draws the game against a King and Queen ; except 
in a few cases which I shall show you ; all the other 
Pawns in similar situations lose. I shall proceed to 
show you how to win, if the Pawn be on a Kni^t's 
file, and the same method must be pursued if the Pawn 
be on a King's or Queen's file. 



FIRST SITUATION. 

WHITS. BLACK. 

King at Q. Kt. foarth square King at ady K. R. second square 
Queen at. adv. K- third square Pawn at adv. K. Kt. second sq. 

WHITS TO MOVS. 

1. Q. toK. second square 1. K. to ady. K. Kt. third square 

2. Q. to K. square and checks 2. If he play to any other than 

' adr. K. R. second square, you should play your Queea to 
K. Kt. square and then advance your King, therefore 
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K. to adr. K. R. leoond sqamre 

3. Q. to K. B. Moond aquan* 3. K. to adr. K. R. aqaare 

4. Q. to K. R. fourth sq. and 4. K.toadT. K. Kt square 

cfaaela. 

5. K. to Q. B. third square 5. K. to adv. K. B. square 

6. Q. to K. B. fourth sq. and 6. E. to adv. K, second square 



7. Q. to K, Kt. third square 7. K. to adr. K. B. square 

8. Q. to K. B. third sq. & checks 8. K. to adr. K. Kt. square 

9. K. to Q. third square 9. K. to adv. K. R. squara 

10. Q. toK. R.thiid sq. & checks 10. K. to ad7. K. Kt square 

11. Must not move K. to his second square, on account of the stale* 

mate, therefolv 
K. to hit third .'squan 11. K. to adr« K. B. square 

12. K« 4o K. B* third squajre and aAerwards takes the Pawn. 

The only method of winnug is by forcing his King 
to move before his Fawn, which gives you time to 
play your King and ultimately to win the Pawn, but if 
it be a Bishop's Pawn you cannot force him before it, 
and if it be a Rook's Pawn it is useless, as we shall 
presently see* 



Example of a Bishop^ s Pawn, 



SEOOND 8ITUATiOK. 



WSm. SLACK. 

King at adr. Q. Kt fourth sq. K. at adv. K. Kt. second square 
Queen at adv. K. third square P. at adv. K. B. second square 

* This is a lost more. Q. should moTe,to K, KI fourth square. 
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WJUTS TO MOTE. 

1. Q. to K. second square 1. K. to adr. K. Kt square : had 

he played K. to adv. K. Kt. third square he would hare lost, 
by your playing^ Q. to K. B. square and then the King; to- 
wards the Pawn. 

S. Q. to K. Kt. fourth square and 2. K. to adv. K. R. second square 
checks 

3. Q. to K. B. third square 3. K. to ady. K. Kt. square 

4. Q. to K.Kt. third sq.& checks 4. Is not compelled to move be- 

fore the Pawn, but plays 

K. to adv^K. R. square 

5. If you take the Pawn, the Black will be stalemated, if you play 

your King;, he will make a Queen ; and if you repeat the 
checks the same moves will recur, the game will therefore be 
drawn. 



Example of a Rook^s Pawn. 



THIRD SITUATION. 



WHITU. BLACK. 

K. at adv. Q» Kt. fourth sq. K. at adv. K, Kt. second square 
Q. at adv. K. third square P. at adv. K. R. second square 

WHITJB TO MOVfi. 

1. Q. to K. Kt, fourth sq. and 1. K. to adv. K. B. second square 

checks 

2. Q. to K. R. third square 2. K. to adv. K. Kt. square 

3. Q. to K. Kt. third sq. & checks 3. K. to adv. K. R. square 

4. If you move the King;, Black will be stalemated ; you are there- 

fore compelled to remove the Queen from the Knig;ht'8 file, 

17* 
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and conteqaently can never brings jour King up to win the 
Pawn, the. game it therefore drawn. 

There are however a few situations m which a King 
and Queen win against a Bishop^s or Rook^s Fawn, 
at its seventh square, and which I shall now proceed 
to show you* 
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FOURTH SITUATION. 

VtiLiVE, YLAOK. 

King; at adr. K. B. fourth square King; at adv. K. Kt. second square 
Queen at Q. second square Pawn at adv. K. B. second square 

WHITX TO-ttovx. 

1. K. to K. Kt. fourth square !• K. to EL Kt. square, or (A.)'*' 

— *- • - • - . 

* The rariation (A.) is omitted in the text, perhaps the following 
may be the solution. 

WHlTX* BLACK.I 

1. K. to adr. R. square 

W. Q. cannot take the Pawn because the Black would be left in 
a stale: nor can W.K. advance to his tCt.'s third square, as 
the B. P.wouidbeeoMe aKt. and oheck K. andQ. therefore 

2. Q. to adv. K. R. thihl sq. 2. B« K. to adv. K. Kt. second 

square, or (B.) 

3. Q. to K. R. thirdsq. ehecJcingr3. K. to adv. K. Kt. square 

4. iK. to Kt. third sq. 4. P. one square and becomes a 

Kt. checking. 

5. K. to B. third square, &c. as you know already how to win with 

a Q. against a Kt. it is unnecessary to pursue the game. 

(B.) 

2. K, td ady. K* Kt, square 
3. K. to B. third square 3. P. becomes a Kt. ftc. 
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2. If you were to play K. to Ki Kt. tllird square, he would make a 

Knight of the Pawn, checking; Sing; and Queen, and draw 
the g;aine ; therefore 
K. to K. B. thhrd square 2r If he play K. to adv. TL. H. sq. 

yon should take his Fawn with the King, but if he play 

P. becomes a Queen & checks 

3. K. to K. Kt. third square 3. Cannot play any where to 

avoid checkmate either at your K. Kt. second square or K. 
R. second square, unless he lose the Queen for nothing;. 



FIFTH SITUATION. 

WHITE. BLACK. 

King; at adv. K. B. fourth sq. King; at adv. K. R. square 
Queen at K. Kt. fourth square Pawn at adv. K. R. second square 

WHITE TO MOVE. 



1. Q. to K. second square . 1. K. to adv. K. Kt. square 

2. K.toK. Kt. fourth square 2. P. becomes a Queen 

3. K. to K. Kt. third square 3. Cannot prevent your playing; 

Q. to K. square and checkmating; him unless he lose the 
Queen for nothing;. Observe that if he play his Queen to 
your K. B. third square, you should not take it with the 
Queen but with the King;. 



SIXTH SITUATION. 

WHITE. BLACK. 

King at Q. fourth square King at adv. K. R. square 

Queen at K. Kt. fourth square Pawn at adv. K. R. second square 
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WHITX TO MOirX. 



1. Q. to K. B. third sq. & checks 1. K. to adr. K. Kt. square 

2. E. to his third aquure 2. P. becomes a Queen 

3. Q. toK. B. second square and 

checkmates 



SEVENTH SITUATIOX. 

WHITE. BLACK- 

King at Q. square King at adv. E. Kt. square 

Queen at adv. K. Iborth square Pawn at adv. K. R. second sq. 

WHITS TO MOVH. 

1. K* to his second square 1. P. becomes a Queen 

2. Q. to her fourth sq. & checks 2. K. to adv. K. R. second square 

3. Q. to K. R. fourth sq.ft checks 3. If he play K. to adv. K. Kt sq. 

you will checkmate him at K. B. second square, therefore 

K. to adv. K. Kt. second sq. 

4. Q. to K. Kt fourth sq« and 4. K. to adv. K. R. second sq. 

checks 

5. K. to K. B. second square and checkmates in two moves."" 



* The inexperienced player must be constantly mindful not to 
give a stalemate, which he will be apt to do if the R. Q. checks at 
adv. K. B. third, by taking with the Q. instead of the King. 



. Ilpl I ■ • 
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CHAPTER UV. 

A King and Pawn agaimt a King. 

Thk winnitig ar drawing of the game will depend 
entirety on the relatiye position of the Kings and the 
Pawu. I requert jour particular attenticm to thii 
chapter : in the first phue, becaase it often happens 
that a player remains with a King and Pawn agaicfit 
a King towards the end of die game ; secondly, be- 
caase one incorrect move can seldom be retrieved ; 
thirdly, because many who have played much know 
very little about it, not from any real difficulty, but 
because they have never been properly instructed. 

A Pawn OD a Rook's file with a King only can never 
win if the adversary's King can be played to the 
Rook's square, where the Pawn would become /a 
Queen, or to any square on that Rook's file before the 
Pawn ; for example : 



FIRST SITUATION. 

WHXTX. BLACK. 

KiDg; at K. R. square King at X. Kt tfaifd square 

Fawn at K. R. third square 



r >- 
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In this situatioQ it is impossible for die Black to 
win ; all yoa have to do, is to play your King to one 
of the squares adjoining the K. R. sqoare and back, 
which he cannot prevent without stalemating yon. 
If your King were at K. R. second, third, or fourth 
square, the result would be the same, because in no case 
can he prevent your occupying your Rook's square 
without losing his Pawn. If there be two or more 
Pawns on the Rook's file, the result will be the same ; 
this is not the case on the other files. It sometimes 
happens that you can draw the game, though unable 
to obtain possession of the Rook's square ; for 
example : 



. SECOND SITUATION. 

WHITK. BLACK. 

King at his fourth square King; at adr. K. R. third square 

Pawn at adv. K. R. fourth sq. 

WHITK TO MOVE. 

1. K. to K. B. third square 1. K. to adr. K. R. second square 

2. If you were to attack the Fawn, you would lose : see (A.) there- 

fore, 
K. to K. B. second square 

2. lu to adT. K. R. square 

3. K, to K. B. square 3. P. one square 

4. K. to K. B. second square 4. If he play Pawn one square, 

yoa should play K. to K« B. square, and if 

K* to adT* K. R. second square 



•■I ■ ■■ 
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i. K. to K. B. iquare 5. If he play to adr. K. R. sq. 

the same mores willrecar, and if he play 

K. to ady. K. Kt. third iquare 

6. K. to K. Kt square 6. Pawn checks 

7. K. to K. R. square, and Black must either abandon the Pawn or 

stalemate the White. 

(A.) 

2. K. to K. Kt. foarth square 2. Pawn one square 

3. K. to K. B. third square 3. K. to adv. K. Kt. square, and 

afterwards adrances the Fawn to Queen, &c. 

You draw the game, if you play properly, by con- 
fining his King to your Rook's file, for it is evident 
that as long as he remains on that file before the Pawn, 
he cannot make a Queen ; and if he quit it, you will 
be able to play your King to his Rook's square as be- 
fore."* In the following situation, though you have 
apparently a lost game, yet you will be able to draw 
it in the same manner as the above. 



THIRP SITUATION. 

WHITE. BLACK- 

King at Q. B. fourth square King; at adr. K. B. fourth square 

Pawn at K. R. second square Pawn at adr. Q. fourth square 

Pawn at adr. K. R. third square 



* By the rules adopted generally here, which makes a stale mate 
a won game, the Black would win in the above situation as well as 
the next, either by a stale or else by getting a Queen ; see rerised 
rules at the end of the yolume. 
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warrx to kotx, 

t 

1. K. takM Q. P. 1. K. tomdy. K. B. third square 

2. K. to Q. third square 2. K. to mdr. K. Kt second square 

3. K. to his second square 3. K. takes P. 

4. K* to K. B. second square, and the position is the same as before. 

We shall now proceed to CBaiaine siivalioiis in 
which one player has a King and a Pawn not on a 
Rook's file, and the other the King only, beginning 
with easy poiiitiona and proceeding to others more 
difficult. 



FOURTH srruATroN. 

WBIVE. BLACK. 

King at adv. Q. third square King at Q. B. square 

Q. B. P. at adr. Q. B. third sq. 

In this position the winning or drawing of the game 
depends entirely on who has the first move; if you 
have the move you will win ; if your adversary, the 
game will be drawn ; for e^^ample : 

Spppose the White begin : 

1. Pawn one square i. h compelled to play 

K. to Q. Kt. second square 
«. K. toadr. Q. second square and thien adffnmies the P^m to 
Qfueen. 



■'•-^.... i^ 
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I 

Suppose the Black begin* 

1. King to Q. square; had he played to Q. Kt. squarci White 

would hare moved K. to adv. Q. second square, and then ad- 
vanced the Pawn in two moves to Queen. 

1. P. one sq. & checks or (A.) 

2. K. to Q. 3. square 2. If the King move to any other 

than adv. Q. B. third square, Black will take the Pawn, and 
if he move to adv. Q. B. third square. Black will be stale- 
mated ; the game is consequently drawn. 



(A.) 



BLACK. 



WHITE. 



1. K. to Q. square' 1. K. to adv. Q. fourth square 

2. K, to Q. B. second square $. K. to adv. Q. B. fourth square 

3. K. to Q. B. square : if he had played any other move he would 

have lost, see (B.)*" 

3. K. to adv. Q. Kt. third square 

4. Must not play K. to Q. squafetl>6<»ttse White would move K. to 

adv. Q. Kt. second squarO, and then advance the Pawn to 
Qyi^b ; therefore he pkiys in opposition to the WhRe Kiiig r 
K. to Q. Kt. square 

4k K. to adv. Qr B. fourth square 

5. May play King to Q. B. s%nare, ready to play in opposition to 

t^ King, if he move either to adv. Q. third square, or to 
adv. Q. Kt. third square ; but he may also play 
K. to Q. B. second square 

5. K. to adv. Q. fourth square 

6. K. to Q. B. sqmure, in readiness to play K. to Q. square, in case 

;tbe White move K. to adv. Q. third square ; for had the 
Black played any other move he would have lost, (sec C.) 

6. K. jto adv. Q. third square 
K'. to Q. square and^the position is the same it was at the begin- 
ning, audit is evidently drawn. 

. 18 
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(B.) 

3. K. to Q. Kt. square 3. K. to adr. Q. Kt. third square 

4. If he more E* to Q. B. square, yoa must adFance the Pawn and 

then play your Kin^ to ady. Q. Kt. second square^ &c. ; bat 
if he play 
K. to Q. R. square 

4. Must notadyance the Pawn be- 
cause Black would be stalemated, therefore 

K. to adv. Q. B. second square 

5. K. to Q. R. second square 5. K. to adv. Q. square and then 

advances the Pawn in two moves to Queen. 

(C.) 

6. K. to Q. Kt. square (or D.) 6. K. to adv. Q. third square 

or to Q« square 

7. K. to Q. B. square 7. P. one square and then K. to 

adv. Q. second square as before 

(D.) 

■ 

6. K. to Q. Kt. third sqvare 6. K.to adv, ^. third square 

7. K. any where 7. K. to adv. Q. second square 

and then advances the Pawn in two moves to Queen. 

From the foregcingexatnples you will perceiTe that 
it is of the utmost importance, so to move the King 
that is alone, that he may be able to play in opposition 
to the adverse King, the moment he is played along- 
side the Pawn. Observe moreover, as a general rule, 
that when the Pawn checks at its seventh square, the 
game will be drawn ; but if it do not check it will win. 
You should endeavour if you have the Pawn to play 
your King before it, for though even then you cannot 
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always win, yet your adversary is more likely to make 

mistakes than if your King were behind it ; besides 

you cannot possibly win unless you are able to play 

your Kingto the Pawn's sixth square, before the Pawn, ft 

or to the seventh square of the adjoining file, not that 7 

it is always necessary to play the King there, but you 

must have the power of doing it or you cannot win ; 

for example : 



FIFTH SITUATION. 



WHITJS. BLACK. 



In this situation if you have the move, you will win ; 
because your adversary cannot prevent your King 
from occupying the Pawns sixth square ; but if the 
Black were to begin, the game would be drawn, be- 
cause he can prevent your occupying that square ; for 
example : 

Suppose the White begin : 

1 . K. to adr. Q. third square 1. If he move IL ie Q. Kt square 
it will not be tueessary for you to moye your King^ to adv. 
Q. B. third square ; yon may play him to ady. Q. second 
square and then advance the Pawn in three moves toQueen ; 
but suppose he play K. to Q. B. square 



King at adv. Q. fourth square King at Q, Kt. second square 

Pawn at adv. Q. B. fourth square \ 



H' 



K 
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^. If yon w«rft to maye Uie Pawn, be would play his King to <). 
square, in oppodtion to yonn, and the game would be drawn '; 
because your Pawn would check on its readung its sg y euf h 
square, but if instead of playing your Pawn to its aevienlh 
square you moved the Kji^ be would plajr as already di- 
rected in the iburth situation, and draw the game. As you 
cannot play the Pawn without enabling him to draw the 
game, you must move the King, but if you play him to any 
other than to ady. Q. B. third square, he will also draw the 
^ game, by playing his King to Q. B. second square ; thus pre- 
venting your King from occupying the Pawn's sixth square, 
which is necessary in order to win the game, as before ob- 
served. The only good move for you, is to play 
K. to adv. Q. B. third square 

In this position yon will win, whether you have the 
move or not, therefore recollect this as a general rale, 
that when the player who has the King and Pawn can 
piny his King to the Pawn^s sixth sqmare in front 9f 
the Pawnj^he invariably wins^ provided the adverse 
King be not between the King and Pawn, or in a sitaa- 
tion where he could iibmediately take the Pawn. It 
is now the Black's move, and be must play his King 
either to Q. Kt. square or to Queen^s square ; if fte 
former, you play your King to adv. Q. second square^; 
if the latter, you should play your King to adv. Q. Kti 
second square ; and in both cases, you will advance 
your Pawn in three moves afterwards to Queen. Let 
us now resume the foregoing position and suppose 
that the Black have the move. 

BLACK. WHITE. 

1 . K. to Q. B. second square 1. K. to Q. fourth square 
?. K. to Q. B. third square 3. K. to Q. B. fourth square 
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3. He might play his King to Q. Kt. second square or to Q. second 

square, and the game would still be drawn ; but it is easier 
in all similar situations to play the King on the file of the 
Pawn, because that more never loses the game, whereas the 
others sometimes do, if the Pawn be already«at its sixth 
square, as I have already shown yon in the fourth situation ; 
therefore 
K. to Q. B. second square 3. K. to adv. Q. Kt fourth square 

4. K. to Q. Kt. second square ; if he had played the King to Q. 

square you would have won, by playing your King at once 
to adr. Q. B. third square ; if he had played the King to Q. 
second square, you would also have won by playing King to 
adv. Q. Kt. third square, and then to adv. Q. B. third square 
as before. 

4. It is eyident that you cannot 
play your King to the Pawn's sixth square, you therefore 
will not be able to win ; suppose however that you move 

Pawn one square, and check 

5. If he were to play to Q. Kt. square, he would lose by your play- 

ing K. to adv. Q. Kt. third square, and then the Pawii one 
square or K. to adv. Q. B. second square. If he moved to 
Q. B. square, the game would still be drawn ; but in simi- 
lar positions it is always better to play immediately before 
the Pawn, therefore 
K. to Q. B. second square 5. K. to adv. Q. B. fourth square 
»). I have remarked on the third move, that in positions like the pre- 
sent it is better to m^ve the King on the file of the Pawn, be- 
cause that move never loses, but that moving on the 
adjoining files sometimes does ; here is an example ; 
for if the Black were to play his King to any other 
than to his Q. B. square, you woiild win because you would 
be able to play your King opposite to his, and then advance 
the Pawn which would not give check and consequently 
would win ; therefore 
. K. to Q. B square 6. K. to adv. Q. Kt. third square 

7. K. to Q. Kt. square 7. Pawn checks 

8. K. to Q. B. square 8, Must either abandon the Pawn, 

or stalemate the Black 
18* 
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SIXTH SITUATKUr. 



WKITB. 



BLACX. 



Kio|; at adr. Q. B. thicd aqoare 
Pawn at ad7. Q. B. lonrtli aqoare 



King; at C^, B. tqnare 



I have already observed to you in the preceding 
situation, move the second, that in this position you 
will win whether you have the move or not. Sup- 
pose ibat you be|^. 

1. K. to adv. Q. third iqaare 1. K. to Q.sq. or to Q. Kt. sq. 

2. PawA one tqaaro 9. K. to Q. B. square 

S. Pawn one iqiiare 3. K. to Q. Kt. second square 

4. K. to adv. Q. seeend eqvare 4. K. any where 

5. Pawn beooaies a Queen, Are. 

If the Black.begin, he must play either to Q. Kt. 
square, or to Q« square ; if the former, you should play 
K. to adv. Q. second square ; if the latter, then your 
K. to adv. Q. Kt. second square, and afterwards ad- 
vance the Pawn to Queen. 



SEVENTH SITUATION. 



WHITE. 



King at adv. Q. Kt. ijiurd. square 
Pawn at adv. Q. Kt fourth sq. 



BLACK. 

King at Q. Kt. square 



,i -r, I'itJ.uJjM 
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The result in tfm ^taation will be the same as in 
the last, if you play properly ; but the Knight^s Pawn 
requires a difierent mode of play from the other Pawns, 
for you could not win in the taaie maoner as with the 
Bif hop's Pawn ; for example : 

1. K. to &dv. Q. B. third square 1. K. to Q. R. second square 

2. P. one sq. and checks, or (A.) 2. K. to Q. R. square and not to 

Q. Kt squBxe 

3. If jott moTe King to adv. Q, B. second square th« Blaok will be 

stalemated ; if yon nove the King elsewhere, he will play 
to Q. KL second square, and will draw the game as before 
shown. If you diedc with the Pawn, he will play to Q. 
Kt. square, and equally draw the game. 

(A) 

2. K. to adv. Q. B. ^cond square 2, K. to Q. R. square 

3. If it were the King's, Queen's, or Bishop's Pawns, you might ad- 

vance the Pawn, but bemg a Knight's Pawn, yon cannot do 
it without stalemating the Black. Tour best move is to 
play King to adv. Q. Kt third square, and the position will 
be the same as it was at the beginning : it is therefore evi- 
dent that playing your King the first move to Q. B. third 
square will not enable you to win the game. The follow- 
ing are the moves you ought to make* 

1. K. to adv. Q. R. third square 1. K. to Q. R. square. Had he 

played any other move, you should piiay King to adv. Q. R. 
second square, 4ec« 

2. Pawn one square 2. K. to Q. Kt. square 

3. Pavm one square 3. K.-to Q. B. second square 

4. K, to adv. Q. R. second square, and then Pawn one square, &c. 

Let US now examine another position in which the 
Pawn is aot so far advanced ; for example : 



^ -, ^,., .^ _^_ ,^ ...^^ 
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EIGHTH SITUATION. 

WHITB. BLACK. 

I K. at adv. Q. B« fourth square Kia^at Q. B. square 

Pawn at Q. B« fourth square 

Sr Id this situation it is evident that ]£. you had the 

Y move, you would win, because you would be able to 

/ play your King to the Pawn^s sixth square in front of 

^ the Pawn : but if the Black play first, he will draw the 

game, being able to play his King in opposition to 
yours before your King can reach the Pawn's sixth 
square ; for example : 

BLACK. WHITE. 

1. King to Q. B. second square 1. King toadv Q.Kt. fourth sq. 

2. K. to Q. Kt. second square 2. K. to adv. Q. R. fourth $q. 

3. K. to Q. R. second square, 3. Pawn one square 
he might also have played 

^ King to Q. B . third square 

4. K. to Q. Kt. second square 4. K. to adv. Q. Kt. fourth sq. 

5. K. to Q. B. second square 5. P. one square 

^ . 6. K. to Q. B. square, and not 6. K. to adv. Q. Kt. third sq. 

to Q. Kt. square 
I 7. K. to Q. Kt. square 7. K. to adv. Q. R. third sq. 

^ 8. K. to Q. B. second square; if he ha(} played K. to Q. B. 

square, he would have lost : (see B.) 

8. K. to adv. Q. Kt. fourth sq. 
9. K. to Q. B. square 9. K. to' adv. Q. Kt. third sq. 

10. K.to Q. Kt. square 10. K. to adv. Q. Kt. fourth sq. 

11. K. to Q. B. second square 11. K. to adv. Q. B. fourth sq. 

12. K. to Q. B. square 12. K. to adv. Q. third square 

13. K. to Q. square, &c. and the game is evidently drawn, as the 
Pawn cannot be advanced to its seventh square, without 
checking. 
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(B.) 



8. K. to Q. R. square 8. It would be wrong to advince 

the Fawn, because the Black would be stalemated, but you 
'Will now be able to gain the opposition which ydur adver- 
sary > has hitherto had ; for example: 

K. to adr. Q. R. iourtb square 

9. K. to Q. R. second square 9. K. to adv. Q. Kt. fourth sq. 

10. Caiinot move to his Q. Kt. second square on account of your 

Pawn ; he must therefore relinquish the opposition. 
K. to <). R. square 10. Tou inust not play K. to adv. 

Q. Kt. third square, because he would play K. to Q. Kt. 
square and recover the opposition, therefore you play 

K. to adv. Q. R. third square 

11. K. to Q. Kt. tqaaM 11. K. to adv. Q. Kt. third sq. 

12. If he play K. to Q. B. square, you must advance the Pawn, but 

if h^ move 
K. to Q. R. square 12. K. to adv. <^. B. second sq. 

13. K. to Q. R. second square 13. K. to adv. Q. second square, 

and then ad vuu c e tthe Pawn to ^ueen. 



»-^^ 



NINTH SITUATION. 



WHITE. BLACK. 

King at adv. Q. B. fourth square King at Q. B. square 

Q. B. Pawn at its square 



In situatioDfi similat to the above, the White inva- 
riably wins, from the fiicility of gaining the move by 
advancing the Pawn one or two squares ; for exanqpte : 
if it were the Black^s niove, and he were to play King 
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to Q. B* second square, White ought to move the 
Pawn two squares. If the White have the move, he 
may at once move his King to adv. Q. B. third square, 
which is the master square as already shewn, o^ he 
may play the Pawn one square. I recommend you 
in similar situations to prefer playing the King to the 
Pawn^s sixth square, as you are less liable to make 
mistakes afterwards ; all you have to do then is to 
play your Pawn close to your King. Suppose, how- 
ever, in the present example ; that you were to play as 
follows : 



1. Pawn one sqaare 1. K. to Q« secoiid square 

2. Mast not adyance the Pawn, beeaote Black would play King to 

Q' B. second square, and g;ain the opposition, therefore, 
K. to adv. Q. Kt. third sq. 2. K. to Q* third square 

3. Must not play King to adv. Q. Kt. second square because Black 

would play King to Q. B. fourth square, and gain the Pawn, 
therefore. 
Pawn one square 3. K. to Q. second square 

4. Pawn one square 4. K. to Q. B. square 

5. K. to adv. Q. B. third square, and will win, having possession of 

the Pawn^s sixth square. 



TENTH SITUATION. 



WHITS. 



BLACK. 



King at his square 
Q. B. P. at its square 



King at Q. B. second square 
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In thi» Bituation the game will be drawn, whethbr 
you or the Black have the move. Suppose the Bla^ 
begin : 



BLACK. 



WHITS. 



1. K. to Q. B. third square 1. K. to Q. second square 

2* K. to Q. third square. Had he played King^ to Q. fourth 

square, or to Q. B. fourth square, he would have lost : (see 

A.) 

2. K. to his third square 

3. K. to his fourth square. He might also play K. to Q. B. fourth 

square, hut if he had played K. to Q. fourth square, he 
would have lost : (see B.) ^ 

3. K. to Q. third square 

4. K. to Q. fourth square 4. K. to Q. B. third square 

5. K. to Q. B. fourth square, still continfUDg^ the opposition, for had 

he moved to any other square, he must have lost. 

5. K. to Q. Kt. third square 

6. K. to Q. Kt. fourth square 6. K. to Q. R. third square 

7. K. to adv. Q. B. fourth sq. 7. K. to Q. Kt. second square 

8. K. to adv. Q. Kt. fourth square ; had he moved to adv. Q. fourth 

square, he would have lost : (see C.) 

8. Pawn checks 

9. K. to adv. Q. B. fourth square 9. K. to Q. B. second square 
10. K. to Q. B. fourth square in readiness to oppose your King, 

should you move him either to Q. third square, or to Q. Kt. 
third square 

10. K. to Q. Kt. third square 

11. Pawn checks 

12. K. to Q. B. third square 

13. K. to Q. fourth square 

14. Pawn checks 

15. K. to Q. B. third square, and carefully pursuing^ this system,, 
the g^ame will be drawn, as the Pawn will check on reaching 
it^'^eventh square. 



11. K. to Q. Kt. fourth square 

12. K. to Q. B. fourth square 

13. K.toQ. B. third square 

14. K. to Q. third square 
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(A.) 



2. K. to Q. fourth square' S. K. to Q. third square 

3. K. to Q. B. fimrthequare 3. K. to Q. B. thifd sqtnure 
4« K. to Q. B. third square 4. K. to Q. B. fourth square 

5. K. to Q. third square 5. Must oot play the Pawn one 

square, because he would play K. to Q. B. third square, thus 
gaining the opposition ; yon ought to play 

K. to adr. Q. Kt fourth sq. 

6. K. to (^ fourth square 6. Pawn two squares k, cfascks; 

you might also have played the Pawn one square only 

7. K> to Q. third square 7. ' It would be bad play to move 

the Pawn, therefore K. to adv. Q. Kt third square 

8. K, to Q. second square 8. Pawn one square 

9. K. to Q. B. square 9. K.to adv. ^. B. third square, 

and of course wins, having possession of the Pawn*s sixth 
square* 



(B.) 



3. K. to Q. fourth square 3w Kw to Q. third square «nd the 

situation i« the same as in variation (A.) second move 



(C.) 



8. K. to adv. Q. fourth square 8. K. to Q. Kt. third square 

9. If he play K. to Q. B, fourth square, you s|ipuld move King to 

Q. B. third square« gaining the oppoaitioo, but if he play 
K. to Q. fourth square 9. K. to Q« Kt. fourth square 

10. K. to Q. B. third square 10. If you were to play the Pawn 

either one or two squares, the game would be dn^wn, be- 
cause he would play K. to Q. Kt. tbinl square ao^ he able 
to continue the opposition on your King. Tol|.c^^g||$ taplay 

K. to Q. B. fourth square 

11. K. to Q. Kt. third square 11. K. to adv. Q.*lburth square 

12. K. to Q. B. second square 13. K. to adv.-Q. E. fourth square 
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13. K. to adr. Q. thiid square 



13. K. to Q. Kt. second square 13. K. to adr. Q. third 

14. K. to Q. Kt. third square 14. Pawn two squares 

15. K. to Q. Kt. second square 15. Pawn one square 

16. If he play K. to Q. B. square, you should play K. to adv. Q. B. 

third square, and if to any other square you should play to 
adv. Q. second square, &g. 

The game will equally be drawn if you begin first; 
for example : 



WHITE. BLACK. 

1. K. to Q. second square 1. K. to Q. B. third square 

2. If you play King to Q. B. third square, or to Q. third square, 

he will be able to gain the opposition hy playing to Q* B. 
fourth square, or to Q. fourth square, but if you play 
K. to his third square 2. Must not play King to Q, 

fourth square, because you would gain the opposition by 
playing K. to Q. third square ; he ought to play 

K. to Q. B. fourth square 

3. K. to Q. second square 3. K. to adr. Q. B. fourth sq. 

or to adv. Q. fourth square 
and the game is eridctitly drawn, as you nerer can gain the 
opposition in front of your Pawn. 



ELEVENTH SITUATION. 

WHITE. BLACK. 

King at Q. fourth square King at Q. B. square- 

Pawn at K. B. fourth square 

19 
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BLACK TO MOVE. 



If Black play properly he will draw the game ; his 
only good move is to play K. to Q. square ; it is evi- 
dent, that if he play the King to the Q. Kt. file, or to 
Q. B. second square, you will be able in two moves 
to obtain possession of the Pawn's sixth square ; if he 
play King to Queen's second square, you will gain the 
opposition by playing your King to adv. Q. fourth 
square. His only proper move is 

1. K. to Q. square 1. K. to adr. Q. fourth square 

2. K. to Q. second square 2. K. to ady. K. fourth square 

3. K. to his second square 3. K. to adv. K. 6. fourth square 

4. K. to K. B. second square and thus continuing^ the opposition ; 

the g^me will be drawn. 

You will doubtless have remarked how necessary 
it is to be able to gain the opposition, whether you 
have the Pawn or not, but it is not enough, if you 
have the Pawn, to gain the opposition, unless you 
can do it in front of the Pawn, or when your Pawn 
has reached its sixth square ; for example : 



TWELFTH SITUATION. 



WHITE. BLiiCK. 

King; at adv. Q. fourth square King at Q. second square 

K. B. P. at its fourth square 
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BLACK TO MOVJE. 

You have here evidently gained the opposition 
which you are able to continue in fcont of the Pawn, 
for if he move King to his second, you move K. to 
adv.'K. fourth square ; if he then play King to K. B. 
second square, you play yours to adv. K. 6. fourth 
square and will win, as has been already shown : but 
in the following position, though similar in every re- 
spect to the last, except that the Pawn is one square 
further advanced, you cannot win though you have 
the opposition, because you cannot continue it in front 
of the Pawn ; for example : 



THIRTEENTH SITUATION. 

WHITB. BI^CX. 

King^ at adv. Q. fourth square King at Q. second square 

Fawn at adv. K. B. fourth square 

BLACK TO MOVX. 

1. K. to his second square 1. K. to adv. K. fourth square 

2. K. to K. B. second square 2. Toil are prevented by your 

own Pawn from continuing the opposition, and therefore you 
cannot win the game. 



FOURTEENTH SITUATION. 

Whits. black. 

King at adv. Q. third square King at Q. square 

Pawn at adv. K. B. third square 
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BLACK TO IIOTK. 



Id this situation you will wid, because, though your 
own Pawn will prevent you from continuing the oppo- 
sition when the Black plays his King to K. B. square, 
yet as the Pawn will not check on being played to its 
seventh square, it may be advanced to Queen, as has 
been already explained. 



\ 
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CHAPTER LV. 

A King and two Pawns against a King. 

• 
If the Pawns be united, and one support the other, 
they will invariably win, however distant their King 
may be, because the adverse King cannot possibly 
take one of them without permitting the other to ad- 
vance to Queen. But if the Pawns be separated, the 
winning ordrawing the game will depend on the posi- 
tion. If the Pawns be both on a Rook's file, they are 
no better than one Pawn ; I therefore refeiwyou to the 
first three situations of the preceding Chapter for in- 
formation how to play the King. If the Pawns be 
both on any other file, they will sometimes be able to 
win, and sometimes not ; for example : 



FIRST SITUATION. 



WHITE. 



Xing at adv. Q. third square 
Pawn at adv. Q. B. third square 
Fawn at adv. Q. 6. fourth square 

19* 



BLACK. 



King at Q. square 
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WHiTB TO uorm. 



In this situation the Pawns cannot win, for if you 
move the King he will attack your Pawn, [and always 
be able to gain the opposition, as ghown in the prece- 
ding Chapter, and if you play 

1. Pawn one iqaare and checkB 1. K. to Q- B. square 

2. Yon cannot avoid italemating; the Black or losin* the Fawn, and 

I have already shown you that the other Pawn cannot win 
in similar situations. Bat if the ntuation had been as fol- 
io ws, you wo aid hare won. 



SECOilfD SITUATION. 



WBLITE. BLACK. 

King; at adv. Q. third square King; at Q. square 

Pawn at adv. Q. B. third square 
Pawn at Q. B. fourth square 



It is immaterial who has the move^ for if Black be- 
gin and play King to Q« B. square, you should play 
Fawn to adv. Q. B« second square, and then King to 
adv. Q. second square, Sic, If you have the fi^t move 
you may play either of the Pawns, afterwards the 
other and then the King to adv. Q. second square. 
The reason that you win in this situation is, because 
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you can gain the. move.with Ibe Pawn which is at 
your Q» B. fourth square. In the former situation 
you could Qot, because the advance of that Pawn to 
adv. Q. B. third square prevented his King from 
moving. Observe that in all situations where one of 
your Pawns has not passed its fourth square, you will 
invariably win if your adversary cannot gain the first 
Pawn. 

When the Pawns are separated on different files, 
they almost always win, particularly if their King be 
sufficiently near to defend one of them. I refer you 
to the thirty-third Chapter, situations third and fourth, 
ivhere you will find that the King cannot take the 
Fawns ; all he can do is to prevent their advance to 
Queen ; consequently, if the King that has the Pawn 
is at liberty to their assistance, he will ^easily win. 
There is, however, one situation in which a King can 
draw against a King and two separated Pawns ; for 
example : 



THIRD SITUATION. 

WHITE. BLACK* - 

Kingf at Q. B. sqaare King at adv. Q. R. square 

Pawn at adv. Q. R. second sq. 
Pawn at Q. B. second square 



3 
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It is immaterial who has the move ; all you hare 
to do is to play your King alternately to your Q. B. 
second square and Q. B. square, and not to take his 
Q. B. P. until it has reached your Q. B. second square, 
and the game will he drawn by a stalemate.* 



* As before stated, the g;^e woald be won by the blacln in 
I this country by a stale. 



> 
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CHAPTER LVI. 

A King and Pawn against a King and Pawn. 

Whbit both the Pawns are on the same file, it sel- 
dom happens that either party can win, unless the ad- 
verse King be too far off to prevent the capture of 
bis own Pawn^^and the subsequent advance of his ad- 
versary's. It however often happens that one player 
can gain the move on the other and win his Pawn, 
and yet be unable to win the game ; for example : 



FIRST SITUATION. 



' WHITX. BLACK. 

Kin^ at his fourtL square ^H^ <^t Q. third square 

Pawn at Q. B. fourth square . Pawn at Q. B. fourth square 

WHITE TO KOYE. 

1. K, to adv. K.B. fourth square l..If.he.pla]r K. tohisseqond sq. 
you should play K. to adr. E. fourth square, then to adr* 
Q. fourth square, and afterwards take the Pawn, but if he 
play 
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K. to Q. second square 

2. K. to adr. K. fourth square 2. K. to Q. B. third squace 

3. K. to ady. K. third square 3. K. to Q. B. second square 

4. K. to adv. Q. fourth square 4. K. to Q. Kt. thini square 

5. K. to ady. Q. third square 5. Is compelled to abandon the 

Pawn ; it is howerer by no means indifferent to which 
square he moves the King, if he were to phij to the Q.^R. 
file, he would lose the game ; the only move that will en> 
able him to draw the game, is playing King to Q. Kt. second 
square in order io gain ike oppotition on your King after you 
have taken ike Paun^ therefore 

K. to Q. KL second square 

6. K. takes P. 6. K. to Q. B. second square and 

the game is drawn, as has been already proved. 



SECOND SITUATION. 



WBITB. ^ BLACK. 

King at adv. K. fourth square King at Q. second square 
Pawn at adr. Q. B. fourth sq. Pawn at Q. B. third square 



WHITK TO MOVE. 

In this position you will win the game, by pursuing 
the same system as before ; for though he may in the 
same manner gain the opposition on your King, after 
you have taken the Pawn, yet it will be of no avail, 
because your King has possession of the Pawn's sixth 
square which we have already seen enables you to 
win the game, whether you have the move or not ; 
for example : 



* 
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WHITE. BLACK. 

1. K. to adr. E. B. third square 1. K. to Q. square 

2. K. to adv. K. third square S. If he play K. to his square, you 

will evidently win the Pawn in two moves by playing K. to 
ady. Q. third square and then taking the Pawn, therefore 

K. to Q. B. second square 

3. K. to adv. K. second square 3. K. to Q. B. square 

4. K. to adv. Q. third square 4. K. to Q. Kt. second square 

5. K.^ to adv. Q. second square 5. Is compelled to abandon the 

Pawn and you consequently win, because your King will 
gain possession of the Pawn's sixth square. 

If the Black were to begin first he would easily 
draw the game in the following manner : 

BLACK. WHITE. 

1. K. to his second square 1. K. to adv. K. B. fourth square 

2. K. td K. B. second square 2. K. to his fourth square 

3. He might play K. to his square, ready to resume the opposition, 

in case you played K. to adv. K. fourth square, or to adv. 
K. B. fourth square, but he may also play 
K. to his third square 3. K. to Q. fourth square 

4. He might gain your Pawn in the manner already mentioned, by 

playing to his K. B. fourth square, yet he would not be 
able to win, because you could gain the o'pposition after he 
had taken your Pawn, but it will equally be 4 drawn game 
if he play 
K. to Q. second square 4. If you play K. to adv. K. fourth 

square, he will resume the opposition^J^y playing to his K. 
second square. If you play 

K. to Q. B. fourth square 

5. K* Q. B. second square 5. K. to Q. Kt. fourth square 

^ 6. K. to Q. Kt. second square 6. K. to adv. Q. R. fourth square 
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As the sUaation is now, yoa could not win the game 
eren if it were your move, because yoa have not room 
to gain the move in the same way as when yonr Ejng 
was on the other side of the Pawn. As it is bis more, 
he will play K. to Q. R. second square, and it is 
evidently impossible for you to gain the Pawn and con- 
sequently the game is drawn. 

In the first situation, Black can draw the game iu 
the same manner. 



THIRD SITUATION. 



WHITE. BLACK. 

King; at his fourth sqaare King; at Q. R. fourth square 

Pawn at Q. B. fourth sqaare Pawn at Q. B. fourth square 



In this situation the game will be drawn, whether 
you have the move or not ; it requires, however, a 
little care, for if you were to attack his Pawn, you 
would lose the game ; for example : 

1. K. to adr. Q. fourth square 1. K. to adv. Q. Kt. fourth sq. 

2. Ton are now compelled to abandon your own Pawn« and your 

King wiU not be able to g^in the opposition after the Black 
has taken your Pawn ; for example : 
K. to his fourth square 2. K. takes P. 

3. K. to his third square 3. K. to adv. Q. B. third square 

and haying" possession of the Pawn's sixth square must wirt. 



^ •«■ - -=— fcft^^^M^ -^-^ 
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What move ought J ou. to plajr iD3tead of K. to adv^ 
Q. fourtl^sqaare ? If you were to play your King to Q« 
third square, it certainly could not be found much 
fault with, because whatever your adversary may play, 
you caanot possibly lose ; still -it is not the best move, 
because you have not then a chance of winnings ex- 
cept from very bad play on the part of your adversary, 
whereas if you play your King to adversary K. fourth 
square, you^eannet possibly lose if the Black play ever 
so well, and you have a chance of wt&ning the game 
if he be inattentive ; for example : 

1. K. to adT. K. fowrth square 1 . The proper iao7a ibr the Black 

is to play King to Q. R. third square or to Q. Kt. third sq. 
if he play elsewhere he wiU lose ; for example : 

K. to adr. Q. Kt. fourth sq. 
(or A.) 

2, K. to adv. Q. fourth square 2. K. to Q. R. fourth square 
3« K. takes Fawa and wins. 

s 

(A.) 

1. K. to adv. Q. R. fourth square 

2. Must not play King to adr. Q. fourth square, because Black 

would play K. to adv. Q. Kt fourth square, winning the 
Pawn and the game ; therefore 
K. to adv. Q. third «yiare 2. K. to ady. Q. Kt. fourth sq. 

3. K. to adr. Q. fourth 'i^[uarer 3. Must lose the Pawn and the 

game, as before. 

20 
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FOURTH SITUATION. 



WHITE. 



BLACK' 



King; at adr. K. fourth iqQara King at adr. Q. R. fourth aqnare- 
Pawn at Q. B. fourth iqaare Pawn at Q. B. fourth square 

This pofiition though Teiy sioiilar to. the last, (the 
King's being now htfort their Paims instead of on the 
same line) will be won by the first player. We ha Ye 
already seen in Variation A, in what manner the 
White can win, the method is exactly the same for 
the Black, if he have the move ; for example : 



BLACK. 



WHITS. 



1. K. to adr. Q. Kt third aquara, 1. K. to adr. Q. fourth square 

ft not to adr. Q. Kt 4th iq. 

2. K. to adr. Q. Kt fourth square wiU win the Pawn and the game. 

When the Pawns are on adjoining files and the 
King near them, the game is drawn even though one 
party fihould lose his Pawn ; for example : 



FIFTH SITUATION. 



WBXTX. 



Kuig at Q. Kt. fourth square 
Pawn at Q, B. tiiird square 



BLACK. 



King at Q. B. third square 
Pawn at Q. Kt. third square 
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It is perfectly indifferent which has the move ; but 
suppose the White play 

1. p. oue square 1. K. to Q. Kt second sq. (or A.) 

2. K. to adv. Q. Kt. fourth sq. 2. K. to Q. B. second square 

3. K. to adr. Q. R. third square 3. K. to Q. B. third sq. heiroutd 

b«Te lost if he had played to any other square ;. if he had 

pushed the Pawn, you would win by takings with your 

Pawn, not with your King. 
"4, K. to adv. Q. R. seoond sq. 4. K. to Q. B. fourth square 
5. K. to adv. Q. Kt. seoond square and the game is evidently drawn, 
~ he cannot jday better than take your Pawn, in which case 

you take his. 

(A.) 

1. PMm> one square 
^.. If |rou take the Pawn he will play K. to Q. Kt. third square and« 
draw the game, as already shown, therefore 
P. to adr. Q. B. fourth square 2. K. to Q. B. second square 
3. K. takes Pawn. 3« K. to Q. Kt second square, ice, 

and the fame is drawn. 



The two Pavms on distant files ».. 

When the Pawns are not on adjoining files and the 
King anable to stop the adversary's Pawn, the win- 
ning or drawing the game, will depend sometimes on 
the number of moves each Pawn must make before it 
jcan become a Queen, and sometimes on the*jposition 



* 
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(A.) 

2. K. to Q. fourth square' f . E. to Q. third square 

3. K. to Q. B. fourth-square 3. E. to Q. B. third square 

4. K. to Q. B. third square 4. K. to Q. B. fourth square 

5. K. to Q. third square 5. Must not play the Pawn one 

square, because he would play K. to Q. B. third square, thus « 

gaining; the opposition ; yon oug^t to play 

K. to ady. Q. Kt. fourth sq. 

6. K. to (i* fourth square 6. Pawn two squares k chttcks ; 

yon might also have played the Pawn one square only 

7. E. to Q. third square 7. ' It would be bad play to moT'e 

the Pawn, therefore K. to adv. Q. Kt third square 

8. K. to Q. second square. 8. Pawn one square 

9. K. to Q. B. square 9. K. to adv. ^. B. third square, 

and of course wins, haying possession of the Pawn^s sixth 
square, 

1 

(B.) 

I 

3. K. to Q. fourth square 3^ K. to Q. third square, and the ^ 

situation it the same as in yariation (A.) second move 

(C.) 

« 

8. K. to ady. Q. fourth square 8. K. to Q. Kt. third square 

9. If he play K. to Q. B, fourth square, you should moyeKing to jj 

Q. B. third square, gaining the opposition, but if he play 
K. to Q. fourth square 9. K. to Q. Kt. fourth square 

10. K. to Q. B. third square 10. If yon were to play the Pawn 

either one or two squares, the game would be dri^yn, be- 
cause he would play K. to Q. Kt. thivd square ao<)^ be able 
to continue the opposition on your King. Yov^JS^a/i^% taplay 

K. toQ. B. fourth square 

11. K. to Q. Kt. third square 11. K. to ady. Q.^li>urjfh square ^ 

12. K. to Q. B. second square 12. K. to advr Q. E. fourth square 



ik 
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13. K. to Q. Kt. second tquare 13. K. to adr. Q. third square 

14. K. to Q. Kt. third square 14. Pawn two squares 

15. K. to Q. Kt. second square 15. Pawn one square 

16. If he play K. to Q. B. square^ you should play K. to adr. Q. C. 
third square, and if to any other square yon should play to 
adr. Q. second square, &e. 



adr. Q. second square, &e. 



The game will equally be drawn if you begin first ; 
for example : 

WHITE. BLACK. 

1. K. to Q. second square 1. K. to Q. B. third square 

^. If you play King to Q. B. third square, or to Q. third square, 
he will be able to g;ain the opposition by playing^ to Q. B. 
fourth square, or to Q. fourth square, but if you play 
K. to his third square 2. Must not play King to Q. 

fourth square, because you would gain the opposition by 
playing K. to Q. third square ; he ought to play 

K. to Q. B. fourth square 
3. K. to Q. second square 3. K. to adv. Q. B. fourth sq. 

or to adr. Q. fourth square 
and the game is eyidently drawn, as you never can gain the 
opposition in front of your Pawn. 



ELEVENTH SITUATION. 

WRITS. BLACK. 

King at Q. fourth square King at Q. B. square- 

Pawn at K. B. fourth square 

19 



\>i the Kinge. If your 
your adversary's bas r 
trill win, unless your ai 
or Rook'a Pawn and I 
plained in Chapter LII 
win, eren if your adwe 
square before jonm be 



King it adv. Q. (bird aquare 
PiWD it adv. Q. Kt. fonrthi 



1. P. to adv. (t. Kt. third iq 
■2. Pawn one iquare 

3. Pawn become! a Queen i 

4. Qaeen taadv. K. Kt.aqai 



You will observe tl 
cause the moment yo 
gives check. 

If his King had been 
of at your Q. Kt. secon 
won, because if he adi 
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the third more you will play your Queen to your Q; 
Kt square, checking his King and afterwards take the 
Queen. 



SEVENTH SITUATION. 

WHITS. BLACK. 

King at ady. Q. third square King at adv. ^. R. second square 
Pawn at adv. Q. Kt fourth sq. Pawn at adv. K. Kt. fourth sq. 

In this situation if the Black have the move you will 
lose; for example: 

BLACK. WHITE'. 

1. Pawn one square 1. Pa^ one square 

2. Pawn one square 2. Pawn on^ square 

3. Pawn becomes a Queen 3. Pawn becomes a Qu^en 

4. Q. to adr. E. R. second square or to adv. K. Kt. third square, 

checks and afterwards wins the Queen. 

If on the third, move you had played yx>ur King to 
adv. Q. B. second square, instead of advancing the 
Pawn to Queen, Black would' have won, as already 
explained in Chap* LIL. 

You must be particularly attentive in observing 
whether you^Pawnon becoming a Queen^ will check 
your adversary's King, or whether by a subsequent 
check you can win bis new made Queen ;. many gamea 

20* 
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h«Ye been Jott from xiot attending to tbe ^osiliott'of the 
Kmg ; for example : 



EIGHTH SITUATION. 



King at adr. Q.3B.«ter(haq. King at adT.C&. Iburth iquare 
Rook at adr. Q. foarth iqaare Rook at K. R. fourth iqnaro 
Pawn at adr. K. third aqdare Tawn atadr. Q. .third square 



He who has the first move will wid ; for example : 
Suppose the White begin. 



t. Rook takes R. and checks 1. K. takes R. 

2. Pawn one square 2. Pawn one square 

3. Pawnbefiomes a Q. & checks 3. K.re]aoyes 

4. Q. to K. secood square and wins tHe Pawn, &c. 

Suppose the Black begin.., ^ 

BLACK. WHITE. 

1. R. takes R. and checks 1. K. Ukes R. 

2. Pawnona square 2. p. one square 

3. p. becomes a (^.checks and afterwardtwins the Pawn, fro. 

The gamie hwcm^e^Wly, by Erring the aclv. King_ 
to a' square en ^hidi he wiH be checked the moment 
his adf erearrys Pawn. nArances 'to Queen^ %v bad. 



t ^ 
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either player moved the Pawn instead of exchanging 
Rooks, the game would bare been drawn; for exam- 
ple : 

Suppose the White begin* 

1 . Pawn one square 1. Must not play B.. to K. R* sq. 

because White would take the Pawn or plaj R. to adr. Q. 
square and win the game« neither must he play Pawn one 
square because White by. taking the Rook would win as be- 
fore, therefore 

R. takes R. and checks 

2. Is compelled to take the Rook 2. Pawn one square 

or lose the g^ame. 

3. Pawn becomes a Queen 'S. P. becomes a Queen &; checks 

The game is evidently drawn» 
Suppose the Black begin. 

t. Pawn one square , 1. R. takes R. and checks 

2. .. K.iaice9 R. . 2. Pawn one square 

3^ -P. becomes a Queen 3. Pawn hteomes OtQneen^chiecks- 

and the game is also drawn. 



NINTH SITUATION. 



WHITS. BJbACX.. 

King at adr. Q. second square King at K. R. third square 
Pawii«tady. K. Ihird^quare >PawDat«dT.<K« A. third square 
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WHITE TO JIOYJk 



In this situation the Black will lose, owing to the 
peculiar position of his Eeing ; for example : 



1. P. to adr. K* second aqaur* 1. P. to adr. K. Kt secoad iquare 
2« P. becoaei a Qneea 2. P. becomes a Qaeen 

3. Q. to adr. K. R. sq. ft checks 3. Is compelled to move to the Kt. 

file. 

4. Q, to adr. K. Kt* sqaare, checks, and wins the Queen. 



TENTH SITUATION. 



WHITB. BLACK. 

King; at Q. R. square King; at adr. K. B. third square 

Pawn at adr. Q. second square Pawn at adv. K. R. third square 



If Black had the move the game would be drawn* 
as he would advance his l^awn in two mov^s to Queeq, 
checking at the same time ; but if White begin, Black 
will lose the game ;. however, a&it requires good play ta 
win, Ishall show you the proper moves, premising^ 
that if the Black should be able to play his Pawn to its 
seventh, square with the King near it, the game will be 
drawn as has been already demonstrated in Chap. LIL 
Suppose'then that you have the move and play 
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WHITE. 



BLACK. 



l". Pawn becomes a Queen 1. K. to adv. K Kt. 2d sq. or (A.) 

2. Q.toadv.K.Kt.4th sq. & chka. 2. If he play King; to adv. K. R. 

second squarre, you should play Q. to K. Kt. fourth square 
and he will be compelled to abandon the Pawn. If he play 
to your K. 6. square, second square, or third square, you 
should play- as in Variation (B.) But if he play 

K. to adv. K. R square 

3. Q. to adv. K. B. fourth square 3. If he moye the Pawn, you will 

checkmate him at K. B. square, therefore 

K. to adv. K. Kt. second square- 

4. Q. to K. Kt. fourth sq. and 4. K. to adv. K. R. second sq. 

checks 

5. King moTCS 5. Is compelled to lose the Pawn, 

and consequently the g^me 



(A.) 



1. Pawn becomes a Queen 1. Pawn on^sqnare 

2. If you were to check at your Queen's square, or at adv. K. B. 

third square ; or if you were to attack the Pawn, the game 
would be drawn. Tou ought to play 
Q. to adv. Q. fourth sq. and 2. K. to adv. K. B. second square 
checks 

3. Q. toK:. R. square 3. K. to adv. K. Kt. third square 

4. K. to Q. Kt square 4. K. to adv. K. R. third square 

5. K. to Q. B. square 5. K. to adv. K. Kt. third square 

6. K. to Q. square 0. K. to adv. K. R. third square 

7. K. to his square 7. K. to adv. K. Kt. third square 

8. K. to K. B. square 8. K. to adv. K. R. third square 

9. K. to K. Bvsecond square 9, Is forced to lose the Pawn, &c. 
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(B.) 



2* K. to adv. K. B. square 

3. (^ to K. R. (bttf th aquare 3. K. to adv. K^ Kt second sq. 

4. Q. to K. Kt fourth iquare & 4. K. to adv. K« R. secood squane 

checks 

5. King moyes 5. Is forced to lose the Pbwn. 



.^ ff^-lL.- ^\ 
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CHAPTER LVn. 

.4 King and two united Pawns against a King and 

Pawn. 

Generally speakiBg, the two Pawns will win, but 
there are several exceptions to this rule. A King's 
or Queen's Rook's Pawn unmoved with its King near 
it always draws the game against the opposite King's or 
Queen's Rook's and Knight's Pawns if the; be already 
advanced to their fifth squares, but if the two Pawns 
be at their own squares, they invariably win. 



FIRST SITUATION. 

WHITE. SLACK. 

King at ady. Q. B. fourth square King at Q. Kt square 
Qp R. P. at ady. Q. R. fourth sq. Q. R. P. at its square 
Q. Kt. P. at ady. Q. Kt. fourth 
square 

This game is di^wn ; it is immaterial which begins. 
The Black should not move the Pawn unless compel- 
led to it» and should play his King alternately to Q. R. 
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square, Q. Kt. square, or Q. Kt. gecoiid square ; for 
eiample : suppose the White pkj as follows : 

1. K. toadr. Q. B. third iqaare 1. K. to Q. R. sqiiare 

2. Q. R. P. one iq. or (A.) (B*) % K4tO'Q. Kt square 

3. Q. Kt P. one iqaare 3. May take it and yoa cannot 

win, at has already been preyed ; or he may play 

K.loQ. R* sqnam, and not to 
Q. B. square, because you ipoold take the Pawn and win. 

4. Q. Kt P. one sq. and checks 4. K. to Q. Kt. square 

5. Tou are compelled to remore the Kin|^ from the attack on the 

adr. Q^ B. seeead sqooeter staleaMte your advenary, smd 
the game is eonsequenlly drawn, as yoa cannot preveikt hia 
moving alternately to Q. B. second square, and Q* Kt. square 
without stalemating him. 



(A.) 



2. K. to adr. Q. B. second sq. 2. Pawn one square 

3. If you advance the Pawn, he will be stalemated; if you take 

his Pawn, we have already seen that two Pawns on a Rookie 
file are no better than one; mmd if you play any other move, 
he may take your Pawn, and the game will be drawn. 






S 



(B.) 



2. Q. Kt. P. one square 2. If he wereio take the Pawn, 

you should take with yours^ and he would lose the game, 
therefore 

K. to Q. Kt. square, or (C.) 

3. If you take his Pawn, the game will <^ course be drawn. If 

you play your King, he will take your Pawn, and then play 
K. to Q. Kt. second Square, &c. therefore 
Q^Kt P.?ake square 3. Q.'R. P< 0Be>sqHai« 

4. Tou arex»ttf»eUed teaband^nth^ Pawii>f stiteiatethtfBladk* 



y 
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(C.) 

2. Q. R. P. one square 

3. K. to adv. Q. second aqnare 3. K. to Q. Kt secoad square 

4. K. to adv. Q. third square 4. K. to Q. B. square 

5. K. to adv. Q. B. third square 5. K. to Q. Kt. square 

6. Pawn one square 6. K. to Q. R. second square 

7. Tou are compelled to abandon your Pawn or stalemate the 

Black. 



None of the other Pawns similarly situated draw 
the game against two opposite Pawns, except the 
Knight's Pawn, whith unmoved draws the game 
against the Rook's and Knight's Pawns at their fifth 
squares ; for example : 



SECOND SITUATION. 

WHITE. BLACK. 

King^ at adv. Q. fourth square King at Q. B. second square 
Q. R. P. at adv. Q. R. fourth sq. Pawn at Q. Kt. second square 
Q. Kt. P. atadv. Q. Kt. fourth sq. 



Suppose the White begin. 

If you play Q. R. P. one square, Black will take it 
and easily draw the game, therefore 

1. Q. Kt P. one sq. &: checks, or 1. K. to Q. second square 
(A.) 

21 
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f. K. to adr. Q* B. fourth sq. f. K. to Q. B. sfvare 

3. Q. R. P. one square, or (B.) 3. Ho nflght moVe King to (Si, Kt. 

square and if you cheaked bim with the Pawn, he would 
plaj to Q. R. square and be stalemated. Bat he may also 
pUy 

Pawn Ukes P. 

4. K. to adr. <(• B. third square 4. K. to Q. Kt square 

5. Pawn one square 6. Pawn one square 

^ Tou are eempeUed lo prerent Ma Bawn adraneiiig^ to Queen, and 
oonsequently you lose your own Pawn, and the game is 
drawn. 



(A.) 



1. K. to ady. E. third square 1. K. to Q. B. square 

2. K. to ady. K. seoond square S. K. to C^. B. second square 

3. Q. Kt P. checks 3. If he moye King to Q. B. third 

square, you will win by playing K. to adr. Q. square, and 
then to ady. Q. B. square, &c. therefore 

K. to Q. B. square 

4. K. to ady. K. square 4. K. to Q. Kt square 

5. ]^. to ady. Q. square 5. K. to Q. R. square 

6. Q. R. p. one square 6« If he were to take the Pawn he 
would lose the game, see (C.) therefore 

K. to Q. Kt square 

7. If you moye the King he will take the Pawn and easily draw. 

If yon take his Pawn, he will gain both of youn. If you 
check with Q. R. P. he wiU play his Kiog to Q. R. square, 
and be stalemated. The game is therefore drawn. 



(»•) 



3. K. to ady. Q. third square 3. If he moye K. to Q. square, he 

will lose the game : (see D.) therefore 

K* to Q. &t square 

4. If you play Q. R. P. he will take it and easily draw, and if you 
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play the Kin|^ he -will play alternately to Q. R. and^ Q. Kt. 
square and the game will be drawn. 

(C.) 

6. Pawn takes P. 
7. K. to adv. Q. B. second square advances the Pawn in two moves 
to Queen, and checkmates on the third move. 

(D.) 

3. K. to Q. square 

4.' Q. R. P. one square 4. If he take the Pawn you will 

advance the Q. Kt. P. in two moves to Queen, therefore 

K. to Q. B. square 
5. Q* R. P. one square, becomes a Queen the next move, and 

checkmates. 

You will observe by the above that the game is 
drawn if properly played ; the Black most be cautious 
never to play bis Pawn to its third square. 

I fiball now show you bow to win with the Knight^s 
and Bishop's Pawns against the Knight's Pawn. I 
shall afterwards give you an example of a Knight and 
Bishop's Pawn agj^inst a Bishop's Pawn. The two 
Pawns win in almost eveiy case. 



THIRD SITUATION. 

WfiltB. BLACK, 

Kingat adv. Qp fbuithsqwore Ein|: at Q. teeond square 

Q.KtP.atadT.Q.Kt.feurthflq. Q.KtPawn at itssquare 
Q. B. P. at adv. Q. B. Ibnrtkeq. 
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Id this situation you will win the game, whether you 
begin or not ; for example : • 

Suppose the White have the move. 

» 

1. EL to adv. K. foarth iqaare 1. K. to his second sq. or (A*) (B^ 

2. K. to adr. K. B. foarth sq. % K. to Q. second square, or (fSH 

3. K. to adr. K. B. third square 3. K. to Q. square ^ > 

4. K. to adv. K. third square 4. K. to his square, or (D.) 

5. K. to adv. Q. third square 6. K. to Q. square 

6. Q. B. P. one square 6. P. takes P. or (E.) (F.) 
,7' P« takes P. and wins 



(A.) 



1. K. to'Q. B. aecond square 

2. K. to adv. K. third square 2. If he advance the (awn, you 

should play as inVar. (B.) but if 

* K. to Q. square 

3. K. to adv. Q. third square 3. K. to Q. B. square 

4. Q. B. P. one square 4. If he take the* Pawn, you 

should take with the King;, and not with the Pawn ; if he 
play K. to Q. square, you should take his Pawn ; therefore 
he plays 

K. to Q. Kt. square 

5. Tou must not take his Pawn, nor advance either of yours, be- 

cause the game would then be drawn. Tou ought to play 
K. to adv. Q. second square 5. If he take your Pawn, you 
should retake with yours, and afterwards advance it to 
Queen. If he play K. to Q. R. square, you should play the 
Pawn in two moves to Queen. But if he play 

SI to Q. R. second square 

6. P. to adv. Q. B. second sq. 6. Q. Kt. P. one square 

7. Must not make a Queen of the Pawn, because Black would be 

stalemated ; you might make a Rook, Bishop, or Knight, and 
you would easily win, but it is shorter to play 
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^ K. toady. Q. B^ third i^vare 7« K. to Q. R.8qttljr6 
sT Pawn becomes a i^weeiiycbecki, and oheokmatei the next move. 



(B.) 



1. Q. Kt. P. one square 

2. If you were to take the Pawn, you would not win, therefore 
Q. B. P. one square dc checks 2. K. to his second square 

3. Q. B. P. one square 3* K. to Q. second square 

4. P. heeomes a Queen and 4. K. takes Q. 

ehecks 

5. K. to adr. Q. third square 6. K. to Q. Kt second square 

6. K. to adT. Q. second square 6. K. to Q. Kt. square 

7. K« to adv. Q. B. third square 7. K. to Q. R. second square 

8. K. to adr. Q. B.second square 8. Most lose the Fawn and conse- 

qtiently the gamo. / 

(C.) 

2. K. to K. B. second square 

3. Q. B. P. 016 square 3. Pawn takes P. 

4. May take the Pawn, &c. or P* to adv. Q. Kt* third square, and 

becomes a Queen in two mores* 



(D.) 



4. K. to Q. B. second square 

5. K. to adv. K. second square 5. If he play the Pawn, you must 

advance yours as before, but if 

K. to Q. B. square 

6. Q. Kt. P. one square 6. K. to Q. Kt. square 

7. K. to adv. Q* second square 7. K. to Q. R. square 

8. Q. B. P. one square 8. If he play the King you ought 

to adr. Q, B< P. ki two moves to Queen and checkmate ; 
but if 

* P. takes P. 

21* 



/ 
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9. Toam%bttilMtlitP«tnhbiititifdiortertopU7 

K* toadT. Q. B. Moond aq. 9. P. one square 
10. Pawn cfaackB, altarwardf iMcomM a Qaeen, and checkmates 
Uia following mova. 



(EO 



6. K. to Q. B. square 
7. If yoa were to take his Pawn, he would evidently be able to 
draw (he game. If yon were to play the King^, you could 
not win, because he would take your Pawn and then play 
King to Q. B. leoond square, &c. Tou oug^t to play 
Q. B. F. one square 7. Q. Kt. P. one square 

8. K. to adv. K. third square 8. K. takes F. as his best move 

9. K.to adv. K. second square 9. K. to Q. B. square 

10. K, to adv. Q. third square and wins the Pawn and the game, 
as in Var. B. 



(P.) 



6. Q. Kt. P. one square 
7. Q. B. P. checks 7. K. to Q. B. square ; {he posi- 

tion is now the same as in Var. £. 



From what I have already shown you, it will be 
easy to win if Black begin first. 



FOURTH SITUATION. 



WHITE. BLACK. 

King at adv. Q. fourth square King at Q. second square 
Q. Kt. P. at adv. Q. Kt. 4 sq. Q. B. Pawn at its square 
Q. B. P. at adv. Q. B. fourth sq. 
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In this position.you. will win the game, if you have 
the move, but if Black bqgin, it will be drawn. 

Suppose the White begin. 

1. Q. B. P. one sq. and checks 1. K. to his sec<md square, (or A.) 

2. K. to adv. Q. B. fourth sq. 2. K. to Q. square 

3. Q. Kt. P. one square 3. If he take the Pawn you will 

take his, and easily win, therefore 

K. to Q. B. square 

4. Q. Kt. P. one sq. and checks 4. K. to Q. Kt. square 

& K. to adir. Q. fourth square 5. K. to Q. R. second square 

6. K. to adv. K* third square 6. K. to Q. Kt. square 

7. K. to adv. Q. second square 7. K. to Q. R* second square 

8. K. takes P. and wins easily. 

(A.) 

1. King to Q. square, if instead of 
this move, he play K. to his square, you may play K. to adv. 
Q. B. fourth square, and then advance Q. Kt. P. as before. 
!2. K. to adv. K. third square 2. If he play King; to Q. B. square, 
you will win the Pawn by playing King to adv. K. second 
square, and then to adv. Q. second square ; therefore 

K. to his square 

3. Q. Kt. Pawn one square 3. If he play the King to Q. square, 

you should advance your Q. Kt. P. in two moves to Queen ; 
but if Pawn takes Pawn 

4. Q. B. P. one square and becomes a Queen the next move. 

But if the Black begin, be will draw the game by 
checking with the Pawn ; any other move would lose 
him the game, but now it will be drawn, for if you 
take the Pawn, he will play K. to Q. B. second square 
and you cannot win, as has been shown already if 



% 



244 

you phy your Kiag, he will take your Pawn and the 
game will be equally draivi. But if your King, 
instead of being at adv. Q. fourth square, were at adv. 
King^s fi)urth square, you would win, whether jou 
b^an or not, for if it were your move, by playing 
your King to adr. K. B. third square, or your Q» B« 
P. one square, you would be able to gain the oppoii^ 
tion, and either win his Pawn for nothing or exchange 
Pawns in ala¥ourable position for winning. If Black 
have the moTe, you will also win, for if he play the 
Pawn, you must not take, but play Q. Kt« P. 
one square, if he then move King to his second 
square, you advance the Pawn to Queen, and if he 
play elsewhere, you may play K. to adv. Q. third 
square and you will win the Pawn in two moves at 
most. 

Bat suppose he play as follows : your King being 
at adv. King fourth square and the Pawns as before. 

WHITB« BLACK. 

1. K. to bis second square 1. K. to adv. Q. fourth square 

2. If he play K. to Q. second square, the position will be the same 

as the above, you hayings the move, therefore 
K. to Q. square 2. K. to adv. Q. B. third square 

3. K.to Q. B. square 3. Q. Kt. Pawn one square 

4. If he take the Pawn, you may take with either King or Pawn, 

bat if he play 
K. to Q. Kt. square 4. Ton n^ght take the Pawn with 

yours, but it is shorter to play 

Q. Kt. P. one square 

5. K. to Q. R. second square 5. K. takes P. 
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6. K. to Q. R. thitd square 



6. Pawn becomes a Q^ and dieck- 
matestin (wo mave* 



I have already observed to you, tjiat wben the 
Knight's and Rook's Pawns are unmoved, they win 
against the adverse Rook's Pawn at its square ; I shall 
now show you the proper moves to be made, premising 
that the best method of playing, for him who has the 
single Pawn, is to keep the^Pawn at its square, be- 
cause if he move it, you can always gain the opposi- 
tion and win the Pawn. 



FIFTH SITUATION. 



WHITB. 



BLACK. 



King at Q. B. second square King at Q. B. fourth square 
Q. R. Pawn ) ^ ^^ Q. R. Pawn at its square 

QKt Pawn \ 

It is immaterial who has the move, suppose the 
White. 



WHITX. 

1. K. to Q. Kt. third square 

2. Q. R. P. two sq. and checks 

3. K. to Q. R. third square 

4. K. to Q. Kt. fourth square 

5. Q. R. Pawn one square 

6. K. to adv. Q. Kt. fourth sq. 



BLACK. 

1. K. to Q. Kt. fourth square 

2. K. to Q. R. fourth square 

3. K. to Q. Kt. third square- 

4. K. to Q. R. third square 

5. K. to Q. Kt. second square 

6. K. to Q. Kt. square (or A.) 
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7. K. to md».<lrR. third i^Qu* 7. K. to <l. R. iqiiax# 

8. Q. Kt P. fiMiqQM : if his Kiii|f were at Q. Kt. aqaare, yon 

■hould move this Pawn only omt square 

8. K. to Q. Kt. square 

9. Q. Kt. P. one square 9. K. to Q. R. square 

10. Q. Kt. Pawn one square 10. If he play the Kin^f you should 

play your Q. Kt. P. to adr. Q. Kt. second square and flien 
take Q. a. P. lEo. b«t if 

<)^ R. P. takes P. 

11. Q. R. P. takes P. ^ 11. K.to Q. Kt square 

12. Pawn one square, &c. 

I must here observe to you, that you win solely be- 
cause you have the power of gaining the move by 
pkyingyour Q. Kt. Pawn one or two squares. You 
may also win if your Knight's Pawn is advanced, and 
your Rook's Pawn unmoved, but in a different method 
as I shall presently show you. But if both your Pawns 
were advanced, you could not win. 



(A.) 



6. Q. R. P. one sq. and checks 

7. K. to adr. Q. B. iburtii sq. T. K. to Q. B. second square 

8. Q. Kt. P. two squares 8. K. to Q. Kt second square 

9. K. to adv. Q. third square 9. K. to Q. Kt. square 

10. K. to adv. Q. B. third sq. 10. K. to Q. R. second square 

11. K. to ady. Q. B. second sq. 11. K. to Q. R. square 

12. K.to«dv. Q.Kt. thiird squsre, wins tto Pftwn, and of coarse 
' tli9 ^m». 



J 
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SIXTH eHTUATIOli. 

V rv^ at Q. B. third sqiure King* at Q. 6. third square 

Q. R^ P. at its square Q» R. F. at iU aquare 

Q.Kt. P. at its third square . 

hi tiis sitiNitHW you will also wi%4:lio«gb jour Q; 
Kt« Pawn has been moved, but it is only by being able 
to gain the move with your Q. R« P. at the proper 
momeatft You oog^it to pky in the following manner. 

1. K. to Q. B. fourth square ; if you had played Q, Kt. P. one 

square, you could not have woo, (see A.) 

1« K. to Q. Kt. third square 

2. K. to Q. Kt. fourth square 2. K.to Q. R. third sq. or (B.) 

3. K. to adv« ^. B. fiiurth sq. 3. K. to QB^. fourth sq. or (C.) 

4. Q. R. P. two squaves 4. -Q. R. P. one square or (D.y 

5. K. to adr. Q. B. tfasrd square 5r K. to adr. Q. Kt. fourth sq. 

6. K. to adr. Q.Kt. third square 6. K. takes Q. Kt. P. or ^.) 

7. Q. R. P. one square 7. K. to adr. Q. Kt. fourth sq. 

8. K. takes P. . 8. K. to Q. B. fourth square 

9. K. to adr. Q.Kt. second square and then advances the Pawn to 

Quden. ., 

(A.) 

1. Q. Kt. P. one square 1. K. to Q. Kt. fourth square 

2. If you play Q. R. P. one square, he wiU play Q. R. P. two 

squares, then exchange Pawns, and easily draw the g^ame, 
therefore, 
K. to Q. Kt. third square 2. If he were to play Q. R. Pawn 

two squares, he would lose, because you would play Q. 
R« P. two squares cheekiog him, and then advance Q. Kt 
P. therefore 
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Q. R. P. one aqnare 

3. If joupUy the Sni;, hi wiUaiof«Q.R. P. one iqiiare, exchange 
* Pawns, and draw the game eanly. If yon play Q. R. P. 

two squarei he will move K« to Q. Kt. third square, and 
beii^ able to gain the opposition on your King, it will b«' 
a drawn game, as will be shown at length in the serenth 
sitoation, therefore 
Q. R. P. one square 3. K. to Q. B. third square, and 

not to Q. Kt third square, because you would gain the op- 
position by playing K« to Q. B. fourth square, and then Q. 
R. P. one square 

4. K. to Q. B. fourth square 4. K. to Q. Kt third square 

5. If you play Q. R. P. one square, he will play K. to Q. B. third 

- square as in the seyenth situation, and if you play the King 
he will move Q. R. P., exchange Pawns, and draw the 
game. 

(B.) 

^ SL K. to Q. B. third square 

3. K. to adv. Q. R. fourth sq. 3. K. to Q. Kt. second square 

4. K. to adr. Q. Kt. fourth sq. 4. K. to Q. B. second sq, or (F.) 

5. K. to ady. Q. R. third square 5. K. to Q. Kt. square 

6. Q. Kt. P. one square 6. K. to Q. R. square 

7. Q. Kt. P. one square 7» K. to Q. Kt. square 

8. Q. R. P. one square. Tou must move it two squares if his 

King were at Q. R. square 

S.'^. to Q. R. square 

9. Q. R. P. one square 9. K. to Q. Kt. square 
10* Q. R. P. one square 10. K. toQ. R. square 

11. Q. Kt. P. one square and you will win, the position being the 
same as the one already given. 

(C.) 

3. K. to Q. Kt. second square 

4. K. to adv. Q. Kt. fo\;irth square, and the position is the same as 

in Var. (B.) 
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(D.) 

>^ ' 4. K. to Q. R. third square 

5. K. to adv. Q. B. third sq. 5. K. to Q. R. foarth square 

6. K. to adv. Q. Kt. second sq. 6. Q. R« P. one square • 

7. K, to adv. Q.,R. second sq. 7. K. to adv. Q.Kt. fcmrthsq. 
B. K. takes P. 8. K. takes P. 

9. Q. R. P. one square 9. K. to adv. Q. Et. fourth sq. 

10. ti, to adv. Q. Et. third square, and evidently winl^ 

(E.) 

6. Q. R. P. one square 

7. K;to adv. Q. R. third sq. 7. K. takes P. 

8. E. takes P. 8. E. to adv. Q. B. fourth sq. 

9. E. to adv. Q. Etc third square, and evidently wins. 

(F.) 

4. P. one square and checks 

5. E. to adv. Q. B. fourth sq. 5. E. to Q. B. second square 

6. Q. R. P. two squares • 6. E. to Q. Et second square 

7. Q. R. P. one square • -7. E.to Q. B. second square 

8. Q. Et P. one square 8. E. to Q. Et. second square 

9. E. to adv. Q. thii^ square 9. E. to Q. Et square 

10. E. to «dv»-Q. Bft third tquare 10. E. to Q. R. second square 

11. E»> tOMdVm Q. B> seoondflq. 11. E. to Q, R..sqaare 

12. E. to Q. Et. third squarcjir wins the Pawn and the game. 



3EVBNTB SITUATION. 

WftrrX. BLA.OK. 

King at Q. B* fourth square Eing at Q. B. third square 

Pawn at Q. Et fourth square Pawn at Q. R. third square 
Pawn at Q. R. fourth square 

22 
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The event of this position depends entirelj on the 
move ; if die White play first, the game will be drawn, 
but if die Black begin, he will lose ; for example : sup- 
pose the White b^in. 



1. K. to Q. foartii sq. or (A.) 1. K. to Q. third square 

2. K. to lui fourth sq. or (B.) 2. K. to hii third square 

3. If you aduBoe the Q. Kt. Pawn, he will exchange Pawns, and 

be aom to stop the other Pawn, therefore 
K. to K, B. fourth sq. or (C.) 3. K. to Q. fourth square. Had 
he Qiayed K. to K. B. third square, eonltftiftf^ ifte oppoft- 
tion, he would hare lost the game : see (D.) 

4. K. to his third square 4. K. to adv. Q. B. fourth square 

5. Q. Kt P. one square 6. P. takes P. 

S. If you take his Pawn he will take yours, and ifyou i^ay 

P. to adv. K. R. fourth sq. 6. K. to Q. B. fourth square, or 
he might play his Pawn one square 

7. K. to Q. third square 7. P. one square 

8. K. to Q. B. second square 8. K. to Q. Rt. fourth square 

9. The game is evidently drawn, for though yon must lose your 

Pawn, yet you can preyent his Pawn advancing to Queen. 



(A.) 



1. Q. R. P. one square 1. K. te Q. third square 

2. If you advance to Q. Kt. P., he will take it and be in time to stop 

the Rook's Pawn with the Ki^g^ therefore 
K. to Q. fourth square 2. K. to Q. B. third^square 

3. Ifyou play K. to adv. K. fourth square, he will win both your 
' Pawns, therefore, 

K. to Q. B. third square 3. K. to Q. Kt fourth square 

4. K. to Q. Kt third square 4. K. toQ. B. third square 

5. K. to Q. R. fourth square 5. K. to Q. Kt second square 

6. K. to Q. R. third square 6. K. to Q. B. third square 

7. K. to Q. Kt. tKird square 7. K. to Q. Kt fourth square 

8. K. to Q. B. third square 8. K. to Q. B. third square 



I 
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The game is evidentlj drawn. 

(B.) 

2, K. to Q. third square 2. K. to Q. second square, ready 

to resume the opposition if the White play his King to Q. B. 
fourth square, Q. fourth square, or to K. fourth square. If 
instead of this moye. Black had played K. to Q. fourth sq., 
he would hare lost the game, because White would be able, 
to gain the opposition : see (£.) 

3. K. to Q. second square 3. K. to Q. square 

4» E. to Q. B. second square 4. K. to Q. B. square 

5. K. to Q. B. square 5. K. to Q. B- second square 

6. K. to Q. B. second square 6. K. to Q B. third square 

7. K> to Q. B. third square 7. K. to Q. B- second square, and 

by thus playing his King so as to be able to gain the oppo- 
sition when the white King is played to Q. B. fourth square, 
Q. fourth square, or K. fourth square, the Black will be 
able to draw the game. The Black must be careful to re- 
trograde his King on the same file as the White, and within 
one, three, or fire squares from him, and on no account to 
suffer the White to play his King to Black Q. B. fourth sq., 
Q. fourth square, or K. fourth square. 



(C.) 

3. Q. R. P. one square 3. K. to Q. third square 

4. K. to Q. fourth square 4. K. to Q. B. third square 

5. If you play K. to adv. K. fourth sqtiare, he will play K. to Q. 

Kt. fourth square, winning the Fawns, therefore 
K. to Q.B. third square ^ 

The position is now the same as in Variation (A.) 
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(D) 

3. K. to K. B. third eqoare 

4. K. Kt. P. one square 4. P. takes P. 

5. It would be wroi^ to take the Pawn, beeaase the Blade would 

eastlj stop jours« Tou ou^t to plaj 
P. to adr. Q. R. fourth sq. 5. It it erideot ttiat tiie Black 
must lose beeause his iOiif is oaable to prerent your Pawn 
from advaDciog to Queen, and if he move his Pawn, your 
Kio^ will stop it. 



(E.) 



2. K. to Q, Ibnrth iqtiare 

3. K. to Q. B. third square 3. If he play K. to Q. B. third 

square, or to Q. third square, yeu will eyidently gain the 
oppositioD, and be able to win, as will presently be shown. 
If he play C to K. third square, you will also wlo by play- 
ing K. to Q. B. fourth square, which wfll eaaUa y4»n to gain 
the oppositioo the next more. 

Bat suppose he play 

Q. R. P. one square 

4. Q. Kt P. (me square 4. K. to Q. B. fourth square 

5. K. to Q. third square 5. IfJ&e play K. to ady. Q. Kt 

fourth square, yi6ur Q% Kt. Fawn wiH beccntte a Queen in 
thr^ mov«8,anll witt eaiily win, tberefoi'e 

K. to Q. fourth square 

6. K. to his third * square 6. K. to his fourth vquar^ 

7. K. toK. B. thirdsqu^re 7. If heplayK; toK. B. fourth 

square, or to ady. Q. fourth square, you should adyance Q. 

Kt P. to Queen. But if K. to Q. fourth square 
0. K. to K. B. fourth square 8. K. to Q. third square 
9. K. to his fourth square 9. K. to his third square 
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10. K. to Q. fourth squaro 10. K. to Q. third squaro 

11. K. to Q. B. fourth square 11. K. to Q«^8Moad square 
12.. K. to adv. Q. B. fourth sq. 12. K. to Q.' B. second square 

13. Q. Kt P. checks 13. K. to Q. Kt. second square 

14. K. to adv. Q. Kt fourth sq. 14. K. to Q. Kt. square 

15. K. takes P. and wins easily. 

I b^ your particular attention to the following re- 
marks on this Variation (E.) The Black^s second 
move (K. to Q. fourth square,) which appeared to be 
a good one, was, in fact, a very bad one, because, 
although he continued the opposition on your King, 
yet on the fourth move he was compelled either to 
abandon it, (because your Q. kt. P. prevented his 
playing the King to Q. B. fourth square,) or to play 
bis Pawn one square, thus enabling you to advance 
your Pawn one square nearer to Queen, and confining * 
Jus King of necessity, to a few squares, in order to pre- 
^^nt its becoming a Queen. You were, consequently, 
able to play your King, so as to force his King a rank 
lower, and though he had again gained the opposition 
on the tenth move, yet it was of no use to him, because 
he could not keep it, owing to the position of your Q. 
Kt. P., which prevented his playing the King on the 
eleventh move to his Q. B. third square. * These 
moves will teach you that it is not enough to have 
gained the opposition ; you must also exaniine atten- 
tively if there be no Pawn which will prevent your 
keeping it. 

If the Black had had the first move, you would have 
won the game ; for example : 

22* 
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1. K.toQ. thirdaq. or (JF.) (G.) 1. K. to 4. fourth iquiae 

^. If 1m play K. to K. third sqiure, yott should plBj K- to adr. Q. 

B. fourth square, and then to adv. Q. Kt. third square i bat ^ 
if he plaj i 

K. to Q. B. third square 2. K. to adv. K. fourth square 

3. K. to Q. ■eeeud square 3. K. Co adv. Q. fourth square 

4. K. to Q. B. ieeood square 4. K. to adt. H. B, fonrtheq. 

5. K. to Q. Kt seeond square 5. K. to adv. ^ third square 

6. K. toQ. Kt. third square 6. tL to adv. <t. second square 

7. K. to Q. Kt. seeond square T. Q. R. P. one square 

S. K.to Q. Kt. square 8. It. to ady. Q. fi. third square 

9. K. to Q.R. second square 9. K. to adv. Q. B. stacond aq. 
10. K. to Q. R. square 10. K.to ady. Q.Kt. third square, 

gains the Pawn, and winsj of course, easily. 

(»••) 

1. K. to Q. Kt. third equare 1. K. to adr. Q. fourth sqna^^ 

2. K. to Q. B. second square 2. K. toady. Q. B. fourth sqnP 

3. K. to Q. Kt. second square 3. K. to ady. Q. third square 

The position is the same as on the fifth move. 

(G.) 

1. Q. R. P. one square 1. Q. Kt P. chedcs 

2. K. to Q. Kt. third square 2. K* to adv. Q. fourth square 

3. K. to Q. Kt. second sq.or (H.) 3. K. toady. Q. B. fourth square 

4. K. to Q. R. second square 4, K. to ady. Q. B. third square ; 

if, instead of thismoye, you had checked with Q. Kt P. the 
game would haye been drawn : see (I.) 

5. K. to Q. Kt. square 5. K. to ady. Q. Kt: third square, 

wins the Pawn and the game: 
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a) ^ 

4. Q. Kt. P. dkiBki' 
^4* 5. E. to Q. R. tUrA f^oate- 6» ¥oa m oaw-^npalltd either 
to lose the Q. Kt. P. or topUTi K* to adT;.Q.B..tluid square, 
«/«IMMi)l9 the Black 9 the gtuneia oome^aotly dlmwn. 

(HO 

3i E. to Q' B. second square 3. K. to adV. K. third square 

4. K. to Q. Kt. third square 4« K. to adr. Q. third square 

5. K. to Q. Kt. second square 5. K. to adv. Q. B. fourth square 
6^ K. to Q. B. second square 6. Q. Kt. P. checks 
7. K. to Q. Kt. second square 7. K. to adv. Q. Kt. fourth sq., 

wins the Pawn, and consequeiitly th» gam*. 



EIGHTH SITUATION. 

WRITE. BI.ACK. 

Ki^g at ady; K. fourth square King at K. B. square 
Pawn at adr. K. B. third square Pawn at K. Kt third square 
Pawn at adv. K. Kt. fourth sq. 

In this situation, White will win whether he have 
the move or not, but it can only be won by judiciously 
sacrificing the K. B. Pawn. 

Suppose the White begin. 
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WHITX. BLACK. 

1. K. B. P. oiM tqun 1. King takes Pawn; if insteijf of 

takinf tha PawOf he should play K. to K. Kt. second square 
or to K. second square, jon should advance the Pawn to 
Queen and then play K, to adv. K. B. third square 

2. K. to ady. Q. third square 2. K. to K. B. square 

3. K. to ady. K. third square 3. K. to K. Kt. second square 

4. K. to ady. K. second square 4. K. to K. Kt. square 

5 . K. to adv. K. B. third square 5. K. to K. R. second square 

6. Ki to ady. K. B. second sq. 6. K. to K. R. square 

7. K. takes Pawn and being; at the Pawn's sixth square, will of 

course win, as has been already explained, page 204. 

Suppose the Black begin* 

BLACK. WHITB. 

1. K. to K. B. second square 1. K. to ady. Q. third square 

2. If he play King to his square, yoa may play King to adv. King 

third square, and then advance the K. B. P. But suppose he 
play 
Ki to K. B, square 2. K. B. P. one square 

3. K. takes P. 3. K. to adv- Q. second square 

4. K. to K. Kt. square, 4. K. to adv. &. third square 

5. K. to K. Kt. second square 5. K. to ady. King second square, 

then to adv. K. B. third square, &c. 



NINTH SITUATION. 

WHITE. BLACK. 

King at his fourth square Kmg at his second square 

Pawn at adv. K. B. fourth 8q« Pawn at K. B. third square 

Pawn at K. Kt. fourth square 
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Iq this sitdatidn the gattie will be drawtt, whether 
. the BliiCk or the White begio. 

)fF' ' Supjfose the Bladk b^gtn. 

BLACK. WHim. 

1. K. to Q. seediid sq. ; or (A.) 1. K, to Q. third )fi][itat>e 
S. K. to Q. B. second square 2. K. to Q. B. third square 

3. K. to Q. Kt. second square S. If you were to play the King 

to the Q. Kt. file you would lose, because he would advance 
K. Kt. F. to Quien, tHt|^fore 

K. to Q. third square 

4. K. to ^. Kt third square 4. K. to Q. fo^nh squai-e 

5. K. to Q. B. third square 5. K. to Q. B. fbUirth k[!iai*e 

6. K. to Q. Kt. third sqn4re 6. K. to Q; fourth s^uai'e 

7. K. to Q. Kt. fourth square 7. K. to adv. Q. fourth square 

8. K. to adr. Q. Kt. fourth sq. 8» K^ to Q. fe!ff& square 

d. ^. toady. Q, Ri fourth square 9. K. to Q. B. fourth square 
lO« ' 1^. t& Q. R; fourth s<iuare lb. K. to adv. Q. B . fourth sq. 
H. K. tt> Q: R. thiM KittiW 11. K: to ^. B. fotirth squii^e 
t%i K» tQi^ Kt.tfaixa sqntre 12. K. to li« f6td^ t^iUi« 

It is evident that the Black cannot gain the opposi- 
tion, and consequently the game is drawn. If Black 
instead of moving the King were to advance K. Kt. 
Pawn, White would win th&t Pawn and be able to 
prevent the other from becoming a Queen. 

(A.) 

1. K. to K. B. second square 1. K. to K. B. third square 

2. K. to K. Kt. second square 2, K. to K. Kt. third square ; if 

you had played King; to K. Kt. fourth square you would 
have lost the game, (see B.) 
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3. K.to K. R.jthtrdeqiur« 3. K. to K. Kt ibutli square 

4. K. to Kt R. Moond tqumra 4. K. to K. Kt. third iquare 
6. K. to K. Kt aaoond iqiimra 6. K. to K. B. third square 
6. K. to K. B. second square 6. K. to his third square 

The gftme is drawn as the Black cannot pass on 
either side so as to play before his Pavms. 

(B.) 

fj^K. to K. Kt. fourth square 
3. K. to K, R. third square 3. K. to K. Kt* third square 

11. K. to K. R. fourth square 4. K* to K. R. third square 
6. K.Kt P. checks 5. K. toK. Kt. third square 

6. K. to K. Kt. fourth square, wins the Pawn and the game. 

# 

You will obsenre by this Variation, that it is of the 
greatest consequence so to play your Kii^ that when 
the Black plays his King to his K. R. third square, 
you may be able to play yours to your Q. Kt, fourth 
square, and thus prevent his winning your Pawn. 
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CHAPTER LVm. 

A King and two separated Pawns against a *King and 

Pawn* 

Generally speaking the two Pawns win, bat there 
are several exceptions which shall be pointed out. 



FIRST SITUATION. 

WHITE. BLACK. 

King; at his second square Kins; at adr. K. ibarCh square 

Pawn at Q. R. third square Fawn at adT. K. Kt. fourth sq. 

Pawn at K. Kt third square 

In similar positions the two Pawns invariablj win ; 
all you have to do is to advance jourQ.R. Pawn which 
will compel the Black to move his King to stop it, 
you then move your King to take his Pawn ; for ex- 
ample : 

1. Q. R. P. one square 1. K. to adv. Q. fourth square 

2. Q. R. P. one square 2. K. to Q. B. fourth square 

3. K. to his third square 3. K. to Q. Kt. fourth square 

4. K. to K. B. fourth square 4. K. takes Pawn 

5. K. takes P. and wins with ease. 
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SECOND SITUATION. ^ 

WHITBk BLACK. 

King at ady. K. fourth squara King at Q. second square 

WHITK. BLACK. 

Pawn at K. R. seoond square Pawn at K. Kt. second square 
Pawn at ady. ^ third square 

In this situation it would not be good play to aban- 
don the Q. Pawn, because .your adversary would be 
able to draw the game ; for example : 

WHITX. BLACK. 

1. ILi»i|dT/KkB.iba«ak8qaaM.i. K. takeeP. 

2. K«toadv;K.Kt4;3djq.(QrA.)S. K. to his fourth sqiu^ 

3. K. takes P. (or B.) 3. K. to.K. B. fourth square, and 

will win the Pawn by playin^^ to K. Kt. fourth square, or to 
adT. K.. Kt.iburth.sq9a^e 



(A.) 



WHITE. BLACK. 

2. K. R. P. two squares 2. K. to his second square 

3. K.,t».«dy*>K.«Kbthii^d,4q. 3. K. toK. B..sq|uire 

4. K. E« P. onaaqiiwe 4. K. to Kt.sqMAi» . 

You cannot prevent ttie Black from moving alter- 
nately to his K. R. square, K. Kt. square, or E. R. 
second square, defending his Pawn ; therefore as you 
cannot gain his Pawn, the game must be drawn, for 
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you cannot advance yours without his taking it. If 
on the fourth move instead of plapng K. R. P. one 
square, you had played IC« to adv. K. R. second 
square, Black would have played his King alternately 
to K. B. square and K. B. second square, still defend- 
ing bis Pawn, and consequently drawing the game. 



(B.) 



3. K. R. P. two squares 3. K. to adv. K. B. fourth square 

4. If you take his Pawn he will attack yours, and take it the next 

move, and if 
K. R. P. one square 4. K. to adv. K* Kt. foUrth sq. 

5. Tou caniiot do better than take his Pawn, he will then take 

yours and the game is drawn. 

The game may however be easily won, if you play 
properly; instead of abandoning your Q. P. on the 
first move, you should play as follows : 

1. K. R. P. two squares 1. K. Kt. P. one square, or (C.) 

2. K. to adr. K. B. third square 2. K. takes P. 

3. E. takes P. 3. K. to his second square 

4. K.to adr. K. Kt. second square, and advances the Pawn in four 

moTes to Queen. 



(C.) 

1. K. R. P. two squares 1. K. to Q. square 

2. K. R. P. one square 2. K. to Q. second square 

3. K. to adv. Q. fourth square 3. K. to Q. square 

4. K. to adv. K. third square 4. K. to his square 

23 
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6. Q. F.elifQks ^, K.«o4^m«m 

6« K. to idr. (^ third Kioue 6* K« l^t ?• oae or twp sqiUses 
7* Tea should opt tak« the l^awn, because Black would be stsiJe- 
mated ; you on^fat to pUy your Pawn to adv. K. R. third 
i^uafo and in two moTeB more, you make a l^eao er Reek, 
liriiv at te wme liNie eiieetoimtQ. 
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You might also win by playing your King the first 
move, bat it is more difficmk ; for example : 



WaiTK. 



M.ACK. 



1. K. to adv. Q. fourth square 1. K. Kt P. two squares 

2. K. R* P. one square. Aey other move would {u-eyeot your 

wiaaxD^ the game : see (D.) 

2. K. to Q, square 

3. It would not be good play to move the King to adr. K. fourth 

square ; see (E.) you ought to play 
K. to adr. K. third square 3. K. to K. square 

4. K. to adv. K* B. fourth sq* 4. K* to Q- second square 

it would be bad play to ad- 
rance Q. P. : see (F.) 

5. K. takes P. 5."K. takes P. 

6. K. to adv. K. Kt. third square, 6. K. to K. second square 

7. K. to adv. K. Kt* second square, and afterwards advances the 

Pawn in five moves to Queen. 



(D) 



2. K. to adv. K. fourth square 2. K. Kt. P. one square 

3. If you abandon your Q. P., he will take it and be in time to stop 

your Pawn by playing his King to his second square, then 
to K. B. square and K. Kt. square, &c. ; but if \ou play 
K. to adv. Q. fourth square 3. K. to Q. square 

4. K. to adv. K. third square 4. K. to his square 
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5. Q. P. checks 5. K.'Tto Q. square 

6. E. to adv* Q. third «qtiir» 6. K. Kt P. one square 

7. If you do not take the Pawn, he will advance it to Queen and 

win the game^ and if you take it the Black is stalemated* 

(E.) 

3. K. to adv. K. fourth square 3- K. to Q* second square 

4. You might still win the game by playing your King to adv. Q. 

fourth square, and afterwards to adr. K. third square as al- 
ready shewn ; hut if you abandon your Pawn, you cannot 
win ; for example : 
K. to adv. K. B. fourth sq. 4. K. takes Q. P. 

5. K. takes P. 5. K. to his second square 

6. K. to adv. K. Kt. third square 6. K. to K. B. square 

7. If you permit him to occupy K. Kt. square, he will easily draw 

the game as already explained. Chapter LI V. If you play 
K. to adv. K. R. second square, he will play K. alternately 
toK. B. square^and K. B. second square, and as your Pawn 
cannot advance to Queen while your King continues on the 
Rook's file, the game will be drawn, because the moment your 
King quiU the Rook's file. Black wiU be able to play his King 
td E« Kt. square* and drtiw the game w before observed. 

4. Q. P. checks 4. K.to Q. square 

5. If you abandon Q. P. he will take it and be in time to stop your 

Q. R. P» ; but if you play 
K . to adv. Q. third square 5. K. Kt. P. one square 

6. If you adyance your Pawn, he will make a Queen first and win 

the game : you must therefore take hb Pawn and stale- 
mate him. 
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THIRD* SITUATION. 



WHITS. 



BLACK. 



King at Q, third aqnare 
Q. R. P. at iti Ibnrth aqaare 
Q. R. P. at iti fourth aqnare 



King at Q. B. fourth square 
Pawn at K. Kt. fourth aqoare 



In this situation, if Black have the move, he can 
draw the game by advancing his Pawn : you must play 
your King immediately in order to stop it : he will 
again advance it, and afterwards take your Q. B. P. 
and then your Q. R. P. 

But if you have the move, you will win the game 
by playing your Q. R. P. one square, for though by 
advancing his Pawn he will compel you to play your 
King towards it, yet he cannot take your Q. B. P. 
without allowing your Q. R. P. to advance to Queen, 
owing to your Pawns being at the distance of diKnight^s 
move from each other: this has been fully explained, 
Chap; xxxii. 



FOURTH SITUATION. 



WHITE. 



King; at his second square 
Pawn at K, Kt second square 



BLACK. 



King at adv. K. fourth square 
Pawn at adv. K. B. fourth square 
Pawn at adv. K. R. fourth square 
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In tbii poMlioD the game tfi drtwn» It mailers not 
which begins ; forexample : suppose the White begin. 

1 . K. to K. B. seeond isqaare }. K. to K. B. foartfa square 

2. K. to K. B. third square t. K. to K. Kt. fourth square 

3. K. to K. B. second aquare 3. K. to adv K. Kt. fourth square 

4. K. to K. B. square, or (A.) 4. K. to adv. K. Kt. third square 

5. K. to K. Kt. square 5. If he adrance K. R. P. you 

should take it, and if he retakes, you play your King to K. B. 
second sq., and easily draw : if he advance the K. B. Pawn, 
you also take and easily draw the game against a Rook^ 
Pawn, Tou should be careful so to play your King, that 
when the Black Kkkg is played to your K. Kt. third square, 
you may be able to play yours to K, Kt. square, which 
compels him either to advance one of the Pawns, or play the 
King back, and makes it easy for you to draw the game. 
Ton will not, however, loee, if you {Aay your Kiag diftrent* 
}y, but it requires more care ; Ibr example: tvypeee on the 
fourth me>ve you play as foBewv : 

CA.) 

WHITE. BLACK. 

4. K. to K. Kt. square 4. K. to adv. K. Kt. third square 

5. K.to K. B. square, if you play to K. R. square, you would hae, 

see (B.) 5. If he advance either Pawn, you 

should take it and you wiU easily stop the other. If he play 

K. to adv. K. R. second sqwave 
6.. K. to K. B. second square 6. K. to adv. K R. aquare 
7. If you play K. to K. £« thiid square, you will lose, «eft(G«) 
therefore 
K. to K. B. square 7. If he play either of the Pawns, 

you should take it,, but if he pla.y K. to K. R. second sqnvre, 
you play K. to K. B. second square, &c. and continually re- 
peating the same moves, the game will evidently be drawn. 

5. K.t»K.R.iqaKre 5. K. to* adv. K. B. 8«qOBd «|iiar» 

23* 
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6. K. to K« R. ■econd square ; if imtead of thif more yoa pUy tl|e 

Pawn one or two iqaarea, he ought not to take it ; he should 
moire K. B. P. one square, then K. to adr. K. second square ' 
and afterwards advance K. B. Pawn to Queen. 

6. K. to adv. K. B. square 

7. If you play K. to K. R. third square* he will play, as in Var. 

(C. ;) if you adrance the Pawn he will take it and easily 
win, therefore 
K. to K. R. square 7. K. R. P. one square 

8. Pawn takes Pawn, or (D.) 8. Pawn one square 

9. Pawn one square 9. Pawn one square 

10. Pawn one square 10 K. to adr. K. second square 

11. Pawn one square 11. Pawn becomes a Queen, and 

wins easily. 

(C.) 

7. K. to K. R. third square 7. K. to ady. K. Kt. square 

8. If you do not take the Pawn, he will take yours, and advance one 

of his to Queen ; if yon advance your Pawn he will take it 
en pcutarUi and easily win, therefore 
K. takes R. P. 8. K. takes K. Et. P. and after- 

wards advances E. B. P. to Queen. 

(D.) 

8. K. Kt. P. one or two squares 8. Must not take Pawn, because 
White would be stalemated ; he ought to play 

K. B. P. one square 
0. Pawn one square 9. K. B. P. one square 

to. Pawn one square 10. K. to adv. E. second square 

11. Pawn, one square 11. Pawn becomes a Queenj 

checks and checkmates the next move. 

It would be foreign to an elementary work, to enter 
into more difficult combinations of Pieces and Pawns ; 
diese must be reserved for a separate Treatise, in which 
I shall teach the Amateur the various openings of 
^mes, the difficult checkmates and ends of games. 
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an attentiye study of this volmne, if I mistake 
not, t^^ader will soon find, when he begins to play 
games, that he has already made considerable advance- 
nient in the science of Chess, and will frequently be 
able to avail himself of those rules and observations 
which it has been my endeavour to inculcate in this 
.work. 
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REVISED LAWS. 



» 






\ 



The want of some acknowledged standard, to which 
appeals may be made to decide disputed points in the 
game of Chess, has been severely felt. Philidor's work^ * 

to which reference has been usually made, has* passed 
through at least a dozen editions, and each edition has its 
own set of laws ; differing more or less from the preceding 
one. Other writers, such as Sarratt and the author of 
the present treatise, have also introduced various emen- ^ 

dations of the laws in their works, according to their 
fancy ; many of them so severe, that no one, in this coun- 
try at least, thinks of insisting upon them. The conse- 
quence of this want of unanimity as well as their useless 
severity, has been the adoption of a sort of *' common 
law," growing out of general custom among good players, 
and the rules of the books where they differ from practice, 
'are regarded as a dead letter. It must be admitted on 
the other hand, that this habit of appealing to conmion 
custom is liable to serious objections ; it is sufficient to 
mention one, namely, the difficulty of determining what 
this custom is. To avoid the undue severity of the old 
laws on the one hand, and a too relaxed practice on the 
other, the New-Tork Chess Club, has from time to 
time so altered and amended the laws, as appeared best 
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adapted to the genius of a game, played, or supposed to 
be played by gentlemen alone. 

It baa been thought adviseable to make a collection of 
these laws, as entered on the books of the Club ; only al- 
tering the phraseology where it becomes necessary, from 
the different form in which Ihey are here presented. In 
some cases where the Club has not thought proper here- 
tofore to enter a change on their minutes, the practice of 
their best players has been con^lted, and the following 
laws framed accordingly ; but in no case has the editor in- 
troduced any alteration, without the advice of those, whose 
high standing as players, renders them competent judges 
of its propriety. 
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XULWS. 



No. I. 

The Chess Board mast be so placed that each player 
has a white corner square on his right hand. If the Chess 
Board htfs been imppoperiy placed; it mvst be al- 
t«f ed, the fame ooants for nothii^, and most be recom^ 
menced. 

No. II. 

If a player in pladng his pieces, forgets or misplaces 
any, the mistake may be rectified^ unless each p«ri^ has 
made two moves ; after that, it shall be at the option of 
the opposite party* whe^er all the pieces shall remain as 
they are, or merely the misplaced pieces (if none of them 
has been moved,) shall be replaced, or the game recom- 
menced. 

No. III. 

When a player has quitted apiece, he cannot recal the 
move ; but if a player make a false move, it shall be at 
the option of the other party, whether the move shall re- 
main, or be taken over. If the king is moved into check, 
the opposite party shall have the option to require that 
the move of the player thus misplaying shall be to move 
his king out of check, or to take his move over.^ 

* The first part of this rule thoug^h long^ since introduced into 
practice, was for the first time formally entered on the books of the 
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No. IV. 

When odds are given, and no agreement about the 
move ifl made, it shall be understood that the party giving 
odds, shall have the first move in every game. In equal 
games the players shall decide by lot for the move in the 
first game, takii^ the move alternately in the subsequent 
games. 

No. V. 

When a Pawn is moved two squares, it may be taken 
" en passant" by one of the adversary's Pawns ; for ex- 
ample : suppose Black Qjueen's Knight's Pawn be un- 
moved, and White Q,ueen*s Bishop's Pawn to be at the 
Black Qjueen'fl Bishop's fourth square. If the bla^sk 
should move his Qjueen's Knight's Pawn two squares, the 
white is allowed the primilege of capturing it with his 
Queen's Bishop's Pawn, which is done by removing the 
black Pawn, and placing the white Pawn on the black 
Qjueen's Knight's third square* as that is the square which 

Chess Club as one of their laws in 1 823. It, in effect, repeals all the 
laws respecting touching a piece, or an adversary's piece with a ra- 
riety of forfeits in rarious cases, as when a piece is touched that can- 
not be moved, &c. &c. No other game but chess ever required to 
move a piece touched, and the custom has been almost universally 
to disregard it. With respect to the latter part of the law it seems 
right that the adversary should have some check against fraud, and 
he may therefore insist that the piece remain where it is placed, if 
he finds his advantage in it.^ If not, no forfeit is entailed, the piece 
is replaced, and the party is in the same situation in which he 
was, before he played at all ; that is, he is at liberty to play any 
piece where he pleases. All these mistakes which the English 
laws punish so severely, are here considered mere inadvertencies 
and not punished, except as above. 
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the wkke Pawn attacked, an4 over which the hlack Pawn 
has passed. 

No. V!. 

The King is not allowed to castle in four particular ca- 
ses : first, af he havemored ; secondly, tf he foe in check : 
thirdly, if any of the squares over which he must more 
when he castles Aould he within the range of some of 
the adversary's pieces ; and fourthly, if the Rook, with 
which he intended to castle, should have previously 
moved. 

No, VII. 

Whenever a player attacks his adversary's King, he 
must give notice of it by saying '* Check ;" if he neglect 
to say *^ Check" his adversary is not obliged either to 
move his King or interpose a piece, &e. be may move 
any piece without attending to the check. And the player 
who checked •aoithota giving notice of it can derive no ad- 
vantage from the circumstance : for if he should on the 
next move attack one of his adversary's pieces, and say 
" Check,^* expecting to capture that piece, the player 
whose King is in check, may recall his last move, and in- 
stead of it, move his King out of check, or interpose a 
piece, &c. 

No, VIII. 

If the King has heen in check for two or more moires, 
and it cannot be ascertained how it first occurred, the 
player whose King is in check, is at liberty^ as soon as he 

24 , 



^ 



274 

perceires it, to recall his last moTe, and instead of it, to 
move his King out of check, or interpose a piece, &c. 

No. IX. 

When a Pawn has reached its eighth square, or any 
iquare an the rank of Uu opponent^i pieces^ it immediately 
assumes the power of a Qjaeen, Rook, or any other piece 
the player chooses.* 

No. X. 

As the game is drawing to a conclusion, if one of tbe 
players remain with a Rook and Bbhop against a Rook, 
with both BishopS) or with a Knight and Bishop against a 
King, he must checkmate his adversary in fifty moves on 
ectch $ide at moit ; for if at the expiration of fifty moves, 
checkmate be not effected, the game must be considered 
as drawn. It is of course understood, that if the player 
remain with a piece or pieces that can checkmate with 
more ease than the above, the same law holds good : for 
example, if he remain with a Queen or a Rook, against a 
King, &c. &c. But if a player agree to checkmate with 
a pariicvlar piece ^ or Pawn, or on a particular sqtuire ; or 
engage to force his adversary, to stalemate^ or to checkmate 
him^ he is not restricted to any number of moves. 

« 

* The Ch6M Club rttaiiu the old law, not to allow duplicate 
pieces ; but the English rule is decidedly the best in this respect 
It preyents numerous difficulties which constantly arise and are 
not provided for. Suppose a pawn advanced to the eighth square 
aad no officer lost, must it remain there a nondescript, or what 
must be done with it? 

It has been considered adriseable by those consulted on the 
ptewnt occasion to insert the En^Ush law in this place. 
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No. XI. 

When the King is stalemated, the party io a stale wins. 

This has Wen the universal practice in this country? 
and the Chess Club to settle all doubts, rescinded the En- 
glish rule, and substituted the one above. There are 
many beautiful situations, where a game can be finished 
by a scientific^ stale, which caunot be taken advantage of, 
if a stalemate be made a drawn game. Besides a stale is 
almost always owing to very careless play, and it ought to 
be punished. Every one who has been consulted has 
agreed on this point. 

No. XII. 

Should any new situation occur, respecting which there 
is no law, in order to prevent disputes^ the players should 
refer the point in question to the most skilful and distn- 
ieresied bystanders, and their decision must b0 considered 
as conclusive. 



THE END. 
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